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EDITORIAL 


Hey! It's been a long time since 
we've had a complete edition of the 
magaline, and I like that. There has 
heen some testing around the de- 
sign of the magazine lately, mostly 
because | want to try some new 
stuff so it never stops impressing, 
even when we have less than 100 
pages every month. Regardless, 
[ve always seen this as quality 
hefore quantity, although it kind 
of sucks to only have less than 2 
reviews per month, even counting the ones from ScrewAttack. | want to have 
many more reviews from the community in the future. | know many of you do 
actually play games and most of you even know how to blog, so І hone to see 
more movement in the reviews department in the coming months. 





And while we're at it, on the subject of the reviews, I've talked to Graig about 
keeping the original written reviews written by the official ScrewAttack team 
and he has agreed to keep them here just in case many of you are wondering 
why original reviews are featured. Since | had these reviews mixed with the 
yl reviews, | was starting to get worried about people confusing the official 
reviews with the community ones. Let's be honest: if a company or someone 
interested on ScrewAttack’s content confuses the original work with the 
community's work, there could be some problems in a not-so-far future. 
Usually | organized the reviews as official ScrewAttack reviews followed by 
g1 reviews hut since the intro looked the same there was no real difference 
[except obviously who wrote the review but sometimes people don't read, | 
know... IRONIC, Isit?). Then, ladded logos identifying which reviews were from 
ScrewAltack and which were from the 91 community, but still itlooked similar. 
So, | decided to color code the reviews so the differences would stand out: 
each top and lower bar will now have a specific color: 


‘ive - ScrewAttack’s Original Reviews. 
Green -g1 Reviews. 
‘er - Gaming Graveyard Reviews (games that are at least 1 year old). 


Besides that, on the ScrewAttack reviews, you'll find a link for the original 

blog post on the website. Just click the link and you can read the review on 

the ScrewAttack.com. Awesome, isn tit? Well, Ihope this clears un some stuff, 
just enjoy the magazine and keep rocking! 

Hybrid Rain 

Gerardo Mejia 


The ScrewAttack Bolt! 


Every month in the front page | 
hide a small ScrewAttack Bolt so 
you can find it, the lucky one: 


NO WINNER! 


No one found last month the bolt, 
good luck next time! 
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THE INTERROGATION 
ООП Me MOS 


Their job is to be grammar nazis and take 

over the world... well that last one is a lie 

but they have help improve the magazine 
in one way or another. 


So, who are you? 


The name's Andrei Ulmeyda! | am a man 
with a plan... wait, wrong interview. The 
name's Elmo 3000, and l'm a 20 year old 
guy from Britain with a habit of writing 
overly long blogs, a love of Daredevil 
comics, and far too many GameCube 
games. 


How long have you been a g1 on 
ScrewAttack? 


Since Summer 2008, so that must be al- 
most 4 years now. Time flies when you're 
having fun! I've written more than 200 
blogs, held my own contest, and mana- 
ged to somehow make it onto the top 
spot on the g1 points leaderboard back 
when the site was in Version 3. Got a lot 
of good memories, and hopefully a lot 
more to come. 


When did you first notice the 
ScrewAttack Magazine? 


Hybrid Rain was basically always the 
greatest community figure on the site, 
so his work was high quality and easy to 
find. He did apodcast named the Hybrid 
Realm, and when the first ScrewAttack 
Gaming Convention took place, he 
posted updates on his trip. But the ma- 
gazine project began as the ‘Weekend 
Wrap-Up’) a compilation of pictures 
and featured g1 blogs and cartoons 
and puzzles and such. It was awesome. 


MO 3000 


What got you interested in the 
ScrewAttack Magazine? 


Well for starters, not since Jet Fire wro- 
te his own Top 100 games list has any 
single g1 put so much effort into a pie- 
ce of work for the community. The first 
issue | read had an article about the 
philosophical analysis of comments 
made by Solid Snake, written by g1 
BirdmanTWIG, who | knew as g1 of the 
year 2007, as well as'that guy who got a 
ScrewAttack tattoo” It would be difficult 
for someone to be active on the site at 
that time and NOT be impressed by 
that. The idea of 915 collaborating on 
work still seemed new to me, let alone 
an entire magazine for the site. It took 
an unprecedented amount of effort 
and dedication, it's admirable, and it's 
evolved into a larger project involving 
more and more 915. 





What do you like most about the 
ScrewAttack Magazine? 


Like most work uploaded onto the site, 
the ScrewAttack Magazine's purpose is 
to entertain the audience. But unlike 
other features, it also depends on its 
audience. Contributions are both wel- 
come and required. It's a general hub of 
g1 activity, from modern reviews to ori- 
ginalarticles and even some retro featu- 
res. It's a collection of great g1 work, for- 
matted and published by g1 of the year 
2008. Every issue is guaranteed to not 
just be amazing, but amazing thanks 
to the help of a dozen different gls, 
each helping the magazine succeed. 





What do you think you can bring to 
the Magazine? 


Erm... obsessive spellchecking and 
proofreading. As an editor, it's my duty 
to look over the articles that are sent 
to us, tweak anything that needs twea- 
king, then send it on to Hybrid Rain. All I 
really need is spare time, and | have just 
about enough of that to take on the 
responsibility. In other words, my job as 
an editor is to read through anything a 
01 sends to me, make any corrections 
if necessary, and then pass it on. Best. 
Job. Ever. Aside from that, | can't think 
of anything | can offer other than naive 
enthusiasm - even though I've matu- 
red since joining the site, | still see a lot 
of projects and g1s through the eyes of 
a newcomer - impressed, and wishing 
| could be a part of something so im- 
pressive. It's great to be a part of the 
ScrewAttack Magazine. 


What can we expect to see from you 
in the future? 


I'm desperate to find some series or 
feature | can do for the magazine semi- 
regularly at least. Other than that, I'm 
aiming for the return of my old 'Room 
101' series with a whole lot of new g1s 
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to interview for it, and the launch of a 
new series, ‘Game Wars; in which | com- 
pare and contrast two similar games to 
see which one excels in its genre that 
little bit more. All in all, | hope to see 
you all around ScrewAttack, and | hope 
| end up receiving one of your articles 





for submission to the magazine! Send 
anything you think I'd be interested in 
seeing to elliottmack@hotmail.co.uk, 
and as always, thanks for reading! 


-Elmo 3000 
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So, who are you? 


I'm called Smash. It used to be “SideS- 
mash” but now! am whole. So you could 
technically call me “WholeSmash,” but 
that's redundant. Outside of that, I'm 
a California-based high school student 
on his way out in June. l'm heading to 
college in August, where I'll continue 
my pursuit of becoming one of the big- 
league film directors in Hollywood. 


In short, l'm a decent human being first, 
a filmmaker second, and a gamer third. 
But those are really close together. 


How long have you been a g1 on 
ScrewAttack? 


| joined on May 20th, 2008 after dis- 
covering the Nerd in January and wat- 
ching every single Video Game Vault 
and Top 10 on Gametrailers multiple 
times over the course of four months. 
I've been an avid member of the com- 
munity ever since, writing blogs and 
arguing with many other g1's. It's all 
good though you guys, right...? So, 
four years is my answers. Four wonder- 
ful, wonderful years. 

How did you discover the 
ScrewAttack Magazine? 


Let me ask you, how can you not notice 
the very first fully fan-made magazine 
for a website? HybridRain was one of 


g1SIDESMASH 
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the most prominent 91°, posting up 
Top 12% and his own weekend new 
show, “Hard News: Weekend Edition.” 
The 2008 g1 of the year, it was fitting 
to see him at the helm of the magazine. 
It was really well made, and I'm glad it 
gets the amount of publicity on every 
issue (even though it deserves more...). 


What got you interested in the 
ScrewAttack Magazine? 


Fame, fortune, power, money, and SEX. 


Nah, just kidding. What got me inter- 
ested was the fact that there really isn't 
anything like the ScrewAttack Magazi- 
ne on any other website, let alone ga- 
me-centric. Is there a Gamespot maga- 
zine? An IGN magazine? GamesRadar? 
Gametrailers? The answer is a resoun- 
ding “NOOOOO’ which is the beau- 
ty of SAMag. When you become a gl, 
you have joined the hardest-working 
community on a gaming website, and 
SAMag is a testament to this. 


What do you like most about the 
ScrewAttack Magazine? 


My favorite part about this magazine 
is that it takes walls upon walls of text 
and gives them fresh color. | think a lot 
of g1's are driven away from a blog that 
has no pictures or music, even if it's the 
most insightful blog they'll ever read. 
The ScrewAttack Magazine takes that 








wall, separates it into digestible para- 
graphs, edits it, and adds pictures to 
give a better perspective. 


| also love how official it all feels. The 
only thing you need to be in order to 
submit an article is be a member of 
the community (well, plenty of other 
stuff like 1,500 words and grammati- 
cal competence, but it's a start). Once 
it gets in, it looks like it was written 
by a professional, when in reality it 
was written by a regular gamer, just 
like you and me. That's why it's so 
potent that it’s run by the commu- 
nity and isn't an "official" magazine. 







What do you think you can bring to 
the magazine? 


| think | can bring grammatical exce- 
llence to every article. 


Okay, l'm only joking a little bit here. As 
someone who's been beaten over the 
head with grammar rules by his English 
teachers for the past four years, | think | 
have a very good idea of how to struc- 
ture sentences and what phrases to 
use in what situation. | like to think of 
my teachers as Contra-like in their ap- 
proach: really good and very well cons- 
tructed, but tough as sandpaper. 





| may sound like an English teacher to 
writers in that regard, but it's only be- 
cause | want the very best for the ma- 
gazine. And yes, | realize | may not be 
using top-notch grammar in this arti- 
cle, but it's to prove a point... | think. 


What can we expect to see from you 
in the future? 


While I'll stick to the reviews that I've 
been sending in for a full year now, I've 
actually started up a series that | think 
can bring some intellectual discussion 
to the table. “Critiquing the Content” 
is my way of giving honest criticism to 
some of my favorite content producers, 
coming from hours and hours of wat- 
ching their stuff. l'm not going to give 
them a rating, nor will | spotlight any 
show | don't like in general. 


Really, | just want to share my thoughts 
on some great gaming shows on the 
web and promote them so more 01% 
can see their great work. Trust me, un- 
less | indicate it beforehand, | wholly re- 
commend all of the content producers 
| critique in this ongoing, magazine-ex- 
clusive series. Other than that, you can 
expect to see the usual smashing good- 
ness | provide every now and then. 
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Anything else you'd like to say? 


| feel extremely privileged to be wor- 
king on such a top-tier magazine. I've 
always loved being a critic and editing 
is just something that | love doing. If | 
come off as an asshole, I’m just being 
direct and | don't mean to offend anyo- 
ne. But the fact that g1's are submitting 
articles every month makes me smile. 
| mean, no one gets paid for this, yet 
we still get tons of submissions, pretty 
much all of them making it into the ma- 
gazine. That's awesome. 


| also want to thank YOU, the g1 rea- 
ding this article, for supporting the 
magazine by reading it. Without you, 
everything we've worked for would be 
for nothing. 


You can reach me at sidesmash gmail. 
com if you've got any questions for me. 
If you've submitted anything to the 
magazine, you'll know that | (usually) 
respond ASAP. But hey, if you've never 
submitted a review, preview, blog, or 
whatever, maybe it's time to change 
that. Just saying. 


-SideSmash 


httpy/bitly/HZAj7d 


Illustration by Danny07312017 





| ees 2: DIO WATERS 


Release Date: April 27" (EU), May 22" (NA) 


Platform: PC, Xbox 360, PS3 
Hype Level: 4/10 


91 MadHero15 thinks: 


Does anyone remember the first Risen? No? An- 
yone? Alright, it was an alright PC RPG which had 
a terrible port for the 360 version. That's as far as 
my knowledge goes as well. Nevertheless, we're 
getting a sequel. Can this sequel rise above its pre- 
decessor, or does it deserve to walk the plank for 
mutiny 


You play the same character in Risen 2 as you did in 
the first one, now a broken man who has turned to 
alcohol. Sea Monsters have made the sea unsafe to 
travel, so there's that. You meet old characters, and 
you go look for your girlfriend's dad, who has appa- 
rently found a way to travel the seas safely. There's 
probably some other stories along the way. 


A special thing about Risen's gameplay is that you 
don't pick a class. As you level up, you gain Learning 
Points which you can spend on specific skills. Risen's 
world is semi-open, with different islands and area's 
unlocking as you progress through the story. There 
are also a bunch of new weapons, including guns. 


If you read this in the monotone voice of Ben Stein, 
you probably understand my excitement for the 
game. | didn't know this game existed until it got 
some controversy about the box art. | love a good 
Pirate game, because so few of those exist. Still, the 
market is filled with RPG's, and | don't think Risen 2 
is going to rise above what's coming out. The plank 
it is. 


Thumbs Up/Down: A Piratey Thumbs Down 
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lur Wırener 2 


Release Date: April 17% 
Platform: Xbox 360 
Hype Level: 8/10 


91 MadHero15 thinks: 


Previewing a game that's already out is hard, becau- 
se you know what scores it has and what other peo- 
ple think (this is one of the reasons I barely do HD 
Collections). Still, | didn't do a preview for Witcher 
2 when it first came out, and it feels interesting tal- 
king about its Enhanced Edition coming to the 360. 


For those who don't know, main character Geralt 
is a Witcher, a guy who has been trained to fight 
monsters and all kinds of beasties all his lives. In 
any case, Geralt has become best buds with the 
king, but after he gets assassinated, the blame gets 
taken on him, Ad he has to prove his innocence. 
That's the basic plot, there are alot more sidequests 
and lots of choices to make, some of which lock en- 
tire portions of the game out. 


Instead of talking about gameplay, let's talk about 
what the 360 version adds. Well, there are a few 
new modes. One called Dark Mode makes the 
game considerably harder; the other is an Arena 
Mode where you fight enemies until you die. All the 
DLC packs will be included, along with some new 
locations, a better camera and controls, a new tar- 
get locking system, and 2 new stories which will in- 
troduce characters that will be important later on. 
Also, PC guys, all this stuff will be coming to your 
version for free. 


| didn't buy Witcher 2 because A. | was sure my 
computer wouldn't be able to run it (it can barely 
run the first Witcher) and B. | was turned by its 
apparently relentlessly hard control scheme (so- 
mething | didn't like from the first game). Both tho- 
se problems are resolved with this version. While it 
may suck that the choices | made in the first game 
will not matter, I'm still getting it. If you want to get 
a hardcore RPG (and | mean really hardcore), you 
can't do much better than the Witcher 2. See what 
the fuss is about and check it out. 





Thumbs Up/Down: A bewitched Thumbs Up 
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Release Date: April 24t" (360, PS3 version) 
Platform: Xbox 360, PS3, PC 
Hype Level: 7/10 


91 MadHero15 thinks: 


Remember in 2009 when 2 asshole superhero san- 
dbox games came out pretty soon after each other? 
Fun times indeed. Anyways, InFamous was seen as 
the better game, but Prototype wasn't that bad, 
and, like InFamous, is also getting a sequel. Can Pro- 
totype distinguish itself enough, or will it always be 
second best? 


Taking place 14 months after the first Prototype, 
you know play a new character named James He- 
Iler. He was on a war mission when the events in 
Prototype, and when he gets back, the city he grew 
up in has become a no-safe zone, and his wife and 
daughter are dead. Going on a suicide mission, he 
survives, and thanks to Alex Mercer (the protago- 
nist of the first game) now has the same powers as 
him. He now devotes his life to stopping and killing 
Alex, who may or may not have some evil plan. 


Prototype 2 will play similarly to its predecessor, but 
with some upgrades. The shape shifting and me- 
mory absorption ability has been expanded upon 
and become a bigger part of gameplay. Heller has a 
new ability Bed fendrils which gives him a bunch 
of tentacles. There's also more large scale destruc- 
tion possible, and a less clunky menu system. You 
con also rip off weapons off vehicles and then use 
them. 





The first Prototype was a fun time-sink with was 
simply about being a dick. It seems Radical wants 
to add more of a story, without losing track of what 
made the first one a surprise hit. I've only played the 
first one in small doses, but what | ees. thought 
was fun and an interesting take on the sandbox and 
superhero genre. If the sequel is just an upgrade, 
I'm completely ok with that, because it still looks 
like a blast to play. 


Thumbs Up/Down: 
A Super powered dick of a Thumbs Up 
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FABLE Heroes 


Release Date: May 2" 
Platform: Xbox 360 (XBLA) 
Hype Level: 5/10 


g1 MadHero15 thinks: 


Fable is quite the oddbod series. Once wanting to 
be the greatest RPG series ever, now a series that 
has become over-casualized and fearing the word 
“challenge” Fable will expand its brand with Fable 
Heroes, a 4-player beat em’ up with RPG elements 
made by Lionhead themselves. Will it be a classic in 
the XBLA, or continue the disappointment. 


Fable Heroes is a 4 player beat em’ up. You can play 
both online or same-screen. You'll revisit old places 
in the Fable universe such as the Hobbe Caves, and 
Millfields. There will be some mini-games (though 
how they'll be implemented is unknown). There 
will be 12 playable characters, all of course from the 
Fable series. 


While I'm still a fan of the series (even after the not 
too great third installment), | can’t see myself exci- 
ted for this game. While the new art style has star- 
ted to warm up to me, it just doesn't really look like 
а game l'Il care much about. Still, it will only be 800 
Microsoft Points, and l'Il at least try the demo of so- 
mething. As of right now, | simply don't care. 





Thumbs Up/Down: A puppety Thumb to the Side 





TARHAwWK 


Release Date: May 8" 
Platform: PS3 
Hype Level: 6/10 


g1 MadHero15 thinks: 


Remember Warhawk? The big multiplayer third person 
shooter with lots of jets. No? Well it was a launch title 
for both the PS3 (a reboot of an old Playstation game. 
Now, the series is expanding itself, with a single player 
mode, and a futuristic setting. Can this hawk sour? 


It's the future, and we've decided to colonize other pla- 
nets. One such colony is known as Frontier, where peo- 
ple are mining some kind of rift energy. This also muta- 
tes some of those miners, turning them into monsters 
known as The Outcasts. Main character Emment (that's 
you) gets affected by this, but gets something implan- 
ted to be in control of his powers. Now he's a gun for 
hire. 


The game will very much play like Warhawk, with some 
changes. There's a Build N' Battle system which makes 
the game function like a RTS almost, while still being 
a third person shooter. Instead of jets, there are now 
mechs, and all kinds of machinery. The big attraction 
though, is the 32 player online battles, and a co-up 
mode which is similar to Horde Mode from Gears of 
War. 


I'm convinced that Starhawk is going to be a good 
game. Developer LightBox is working really closely 
with SCE Santa Monica (God of War), and has asked 
tons of questions to the gamers who have played the 
beta so they could improve it. Despite that, I’m not par- 
ticularly excited for it, mainly because multiplayer cen- 
tric games don't really appeal to me. Still, fans of those 
games should have a blast with Starhawk, | won't be 
joining you though (also because | don't have a PS3) 





Thumbs Up/Down: A RiftedThumbs Up 











GAME or THRONES 


Release Date: May 15" 
Platform: PC, Xbox 360, PS3 
Hype Level: 3/10 


91 MadHero15 thinks: 


| hate to admit this, but I've yet to watch a single se- 
cond or read a single page from the Game of Thro- 
nes series. | want to, but l've just been busy with 
all kinds of other things. Still, it's massively popu- 
lar, and now we're getting games based on it. With 
the backing of George R.R. Martin, can this game 
reached that throne of goodness, or will it just be 
another mediocre licensed game. 


The game will follow 2 characters through events 
in Westeros, which happened during the first sea- 
son. One character is a sworn brother of the Night's 
Watch (no clue, ask the fans) who has a dog compa- 
nion, the other is an exiled nobleman, who needs 
to return to his kingdom because his daddy died, 
and one of his bastard sons wants the throne. The- 
se stories will affect each other somehow, and you 
will meet characters from the series. 


It's an action RPG, that's all | can really tell about the 
gameplay (the trailers and Wikipedia page aren't 
helping here). 


These are the same guys who made the previous 
Game of Thrones games, Genesis, which was a RTS 
which received pretty negative reviews. While this 
game has both Martin's and HBO's back, I still can- 
not see it succeed. While the setting is interesting, 
it looks too generic and simply not good enoug 
to stand out. | wouldn't be exited for this even if I 
was a fan of the show. Sorry Cyanide, you lost this 
game. 


Thumbs Up/Down: A noble Thumbs Down 








ELELO 3 


Release Date: May 15" 
Platform: PC 
Hype Level: 6/10 















91 MadHero |. s 


It has taken a decade, but finally fare are ge ttinc 
Diablo 3. Announced in 2007, and hit with co 
tant delays and whatnot, fans can once again we 
te their lives defeating the Evils О ary. 

be the time sink Diablo 2 was, or wi 


the changes made? 


20 years have passed since Lords of Destruction. 
There was supposed to be this invasion, but it | 
happened. Fan favorite Deckard Cain and his nie 
are trying to find out why, when suddenly, 
evil rises. Lesser Evils Ame and Belial have ir 

vaded, and are trying to revive big bad Diablo. It's. 
up to you and your motley crew t "n them. _ N 








Diablo 3 will play like its ww 

action RPG with lots of clicking. Pla er 
Sanctuary to their liking, and do a bunch of quests 
to gain some good loot. Don't wani to do a who- 
le lot to get good items, you can always go to the 
Auction House where you can spend real money on 
virtual items from other players. There are 5 cla 
each with a different set of skills. PVP is confirmec 
but won't be in the finished version (it will come a 
a free patch when it's up to Blizzard standards) 


top down 
an explore 





Blizzard and | have a complicated relationship. 
They make damn good games that don't appeal 
to me (though l did enjoy Warcraft 3 a lot for some 
reason). | have lots of friends who are stoked for 
Hus дате, and | can see why. Blizzard makes really 
good games, and Diablo has rested for far too long. 
The DRM is a turn off, but Diablo fans, enjoy never 
seeing sunlight for a while. Sanctuary needs you, 
not me. 


Thumbs Up/Down: A Demonic Thumbs Up 
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Max I2axvmeE 3 


Release Date: May 15" 
Platform: PS3, Xbox 360, PC 
Hype Level: 8/10 


g1 MadHero15 thinks: 


Its been 9 years and a mediocre Mark Wahlberg 
movie, but Max Payne is finally back. No longer in 
the hands of series creator Sam Lake and Remedy 
Games, it's now in the grubby paws of Rockstar. Can 
they revive this series to its glory days, or will it soil 
the franchise's good name. 


After his traumatic experiences in New York, for- 
mer police officer Max Payne has fled the city and 
gone to Sao Paulo, Brazil. He has become addic- 
ted to alcohol and painkillers, lives in the crappy 
favela’s and works as a bodyguard for the wealthy 
businessman Rodrigo Branco, After Rodrigo tro- 
phy wife gets kidnapped by mobsters, Max Payne 
is sent out to rescue her, and deal with his demons 
along the way. 


Bullet Time (the big gimmick of the Max Payne se- 
ries) is back, de wi ¡Be used in certain scripted and 
unscripted events. Max has the ability to dual wield 
every one handed weapon in the game, and a lot 
of the in-game objects will be destructible. Multi- 
player (a novelty in the previous games) will have a 
reward and level system, and all of the bullet time 
and shoot dodging will be part of it. 


At first, Max Payne 3 seems like a betrayal to the se- 
ries. Max with his shaved head and beard, the sunny 
Sao Paulo setting, no Sam Lake involved. It all looks 
disastrous, but then you realize Rockstar is behind 
it all, and they simply do not make bad games. Re- 
medy and Sam Lake have given their blessing to 
this game, and what l'm seeing intrigues me, from 
a hopefully great story, to some balls to the wall 
action. Max Payne fans, embrace the changes and 
give it a chance. Rockstar will deliver. 





Thumbs Up/Down: A Slow-Motion Thumbs Up 


Anew Kid Icarus game has been a long time coming. It was/rumored to! 
bevonithe\Wii after main character Pit’s inclusion in Super Smash 


BrawlsButithe years came and went, and no Wii Icarus game to be found: 
Id withthe reveal of their new Nintendo 305 handheld, the Cur 


GC wep pl [os a Кіа (саги: Шргізіпо . Pit ѕоагед through BD 
and [apologized for keeping people waiting: 





Maybetthey Should've let us wait a tad longer 4 i 
d = ^ 
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Kid Icarus: 
Uprising 


Developer: 


Project Sora 


Publisher: 
Nintendo 


Systems: 
Nintendo 3DS 


Release Date: 
March 23%, 2012 


Kid Icarus: Uprising is an action game 
that involves using a variety of weap- 
ons to blast at incoming enemies. Each 
stage typically starts with Pit activating 
his power of flight, which lasts no more 
than five minutes, as he flies through 
the air in an on-rails shooting section. 
Players can move Pit around the screen 
using the circle pad, attacking with the 
left shoulder button, and using the 
touch screen to aim. It is very reminis- 
cent of Nintendo's other mostly-dor- 
mant series Sin & Punishment, using 
basic dodges, charge shots, and melee 
attacks if enemies get in too close. 





CONTENT RATED BY 
ESR B 


blasts can take down more than one 
enemy at a time for a point bonus. Hav- 
ing your flight path controlled for you 
let's you concentrate on the enjoyable, 
if not a bit repetitious, shooting action. 


Then you land on the ground. Each 
stage has a flight section followed by 
a ground section, where you now have 
full control over Pit. Here, the circle pad 
is used to move him around, the shoul- 
der button is still attack, and the touch 
screen becomes both aiming the reti- 
cule and turning the camera. 


Itfits well with the 3DS control scheme. 
Arrows point out where enemies are to 
make it a little easier to aim and / 
a p 
circling Pit around the screen _ 
never feels intrusive be- š 
tween you and your tar- 
get. Holding the button 
down let's you continu- 
ously fire, or pausing 
for a brief moment 
has you charge up 
for a more damaging 
burst attack. It brings in 
some strategy between 
attacks, as some charged 






The movement is still adept, allow- 
ing Pit brief sprints or timed dashes to 
dodge around shots and enemies. The 
continuous fire and charge shot attacks 
of the flight part retain themselves, 
although slightly altered to not be as 
spammable. Timing these shots with 
dashes gives different attacks, such as 
a three shot burst or even more dam- 
aging blast. Getting Pit up close allows 
you to combo melee attacks, giving 
you plenty of different attack options 
for targets. It gives more variety and 
tactics than the flight sections, so the 
longer, ground portions should be 
more enjoyable. 


It's the touch screen controls that 
keeps that in check, though. The aim- 
ing of the reticule is just like the flying 
part, but turning Pit and the camera 
requires quick scratches on the screen. 
This often leads to the camera turning 
too slowly, turning too far, or turning in 
a slightly unintentional direction mak- 
ing you lose sight of your target. Tap- 
ping the screen during a turn will stop 
the camera instantly, but then your 
reticule is misplaced for shooting. It's 
all quite cumbersome, especially when 
you are in frantic battles trying to me- 
lee one monster, quick dodge around 
to another and then dash-blast a far off 
target. Considering the ground battles 
make up a majority of the single player 
campaign, it leads toa lot of frustration. 
This is only punctuated when you get 
into vehicles, where control is far 
more atrocious. The jet bike has 
minimal steering capability, р” - 
and a bizarre ring thing 2 
will have you 
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bouncing from wall to wall without апу 
sense of command as you try to move 
forward. It's generally a linear path to 
get to the end, but you can find a few 
additional passages for treasures with 
new weapons or sealed doors that can 
only be opened with a certain difficul- 
ty. Which is one of the more unique fea- 
tures Uprising sports. 


Much like the original NES 
game, Pit collects hearts to 
use as currency. At the be- 
ginning of each stage, you 
can "gamble" a portion of his 
heart total to increase or de- 
crease the difficulty of the stage. 






Fr 


~~ The tradeoff is that the more 


hearts you put in, the more hearts 
you can get back when killing crea- 
tures, and certain doors require to have 
higher difficulties. Dying will lower the 
difficulty and cause you to lose some of 
those gambled hearts. And the game is 
difficult, with higher intensities being 
almost unfair, but not impossible. 


The hearts can also be used to pur- 

. chase new weapons for Pit. Be- 
X tween stages, you can see what 
is available in the shop, or take 
two weapons you already own 
and fuse them into something 
new. And there are a ton of 
weapons. There are eight dif- 
ferent types, such as bows, swords, 








claws, energy palms, and staves. Each 
weapon you find will have random- 
ized statistics, meaning each one will 
have different values for melee and 
ranged distance and damage, with spe- 
cial modifiers such as increased dodge, 
poison, or increased charge shot dam- 
age. Every weapon plays differently, so 
you can find one that fits your style. You 
can further customize yourself by using 
a power board, which has you placing 
different shapes onto a grid to get you 
extra powers. 


These powers are limited use abilities, 
giving you extra armor, a quick heal, ora 
devastating laser beam attack, to name 
a few. Like with the hearts, Kid Icarus: 
Uprising uses quite a bit to pay homage 
to the NES classic. When showing an 
enemy on the top screen, the bottom 
screen will be used to remind you what 
it used to look like in the NES game, 
8-bit graphics and all. This ends up be- 
ing especially hilarious for some bosses. 


Familiar enemies return, including Me- 
dusa, the Eggplant Wizard, and the ter- 
rifying Reaper, which is accompanied 
by the original, untouched screeching 
melody that has haunted my dreams 
since my first encounter so many years 
ago. The music is gloriously beautiful, 
especially when listened to with head- 
phones, and smartly uses the original 
“Underworld” melody in new ways. 


WN 


Although, it would be great if you 
could actually hear the music in most 
cases. In an effort to drive forward 
the story, Pit and his guiding god- 
dess Palutena, along with nearly every 
boss character, is given a voice and 
converse with one another. The issue 
is that they just never shut up. The 
story is definitely light-hearted, with 
a lot of self-references and fourth wall 
breaking, but the constant spatter of 
cheesy jokes from Pit and the others 
becomes grating and overpowering. 


At least it doesn't interrupt how pretty 
the game is. Every stage, either flight or 
ground, has a fantastic sense of scale as 
you traverse through it. Environments 
have quite a bit of variety, if not a bit 
clichéd, but running across a dragon's 
back is awe-inspiring. Characters are 
highly detailed, even if they're not the 
highest polygon count around. Most 
bosses are absolutely massive and im- 
pressive. This is another game where 
playing with the 3D on truly adds 
depth. Seeing energy blasts and lasers 
zoom past Pit and towards you is a neat 
little thing, and can help give you a bet- 
ter judgment of distance between you 
and your enemies. 


The multiplayer of Kid Icarus: Upris- 
ing, which can be played online or off, 
doesn't fare as well as the single player. 
For one, its ground battles only and all 
previously mentioned control prob- 
lems persist in it, along with frequent 
lag. There are two modes: a six player 
free-for-all, or a three-on-three varia- 
tion on team deathmatch. The free-for- 
all is about what you would expect, but 
the team mode is a bit more interesting. 
Each player is randomly assigned to ei- 
ther the light or dark side as a generic 
angelsoldier. Each teamhas ahealth bar 
at the bottom. As players respawn and 
are killed, the health bar depletes until 
one player on that side becomes Pit. 
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Once the opposing team defeats Pit, 
they win. What makes it more unique is 
the ability to use any weapon you have 
collected in single player in multiplayer. 
Using astronger weapon does give you 
an advantage, but the higher the value 
of the weapon, the more health bar is 
depleted when you are defeated. It be- 
comes a delicate balance, choosing be- 
tween strength and not being a liability 
to your team. It's a nice distraction, but | 
found myself wanting to play the single 
player more than multiplayer. 


Which, if you're looking for a single 
player experience, Uprising will last 
you a surprisingly long time. The story 
mode has more levels than you would 
expect, passing well beyond the eight 
hour mark, to the point where it drags 
on and plot twists are too abundant. 
Unlocking weapons has a great allure 
along with creating new ones. 


An "Idol Toss” minigame let's you un- 
lock idols, which are models of in-game 
assets, much like Smash Bros: trophies. 
There are also multiple challenge 
boards, which are essentially achieve- 
ments. Completing these will get you 





bonus hearts, unique weapons, or new 
idols. Getting all of them unlocked is 
quite a feat, and die-hard completion- 
ists will be astounded at how much 
they have to do. There is also an alter- 
nate reality card game using the 3DS' 
camera. It's lame, pointless, and not 
worth your time. 


Kid Icarus: Uprising may be the most 
meaty 3DS package available. The sin- 
gle player is lengthy but repetitious, 
with a staggering amount of unlocks 
for weapons, idols, and challenges. Be- 
ing able to play on higher difficulties 
is extremely challenging and reward- 
ing to get behind those sealed doors. 


The multiplayer is decent and has its 
own weapon rewards to keep you 
coming back. The flying and shoot- 
ing gameplay is enjoyable, but the 
running and shooting gameplay is 
flawed. It makes for a mixed pack- 
age. If you can adjust yourself and 
tolerate the ground portions, it's 
a pretty sizeable, good 3DS game. 


Be ready for hand cramps. 










SEREW ANMAGK(MAGAZINESSAPRIL 


ScrewAttack's Rating 
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Community Rating 


: А А Revisw soo y Ap A 


me (Уз ara very fun thet has solid appeal 
E has tet sdk 


in 


By g1 Gaijin Goomba 


Pit is back in a brand new adventure 
to save the human world as well as 
Skyworld from the evil forces of the 
Underworld. Kid Icarus: Uprising is a 
solid reboot to one of Nintendo's oldest 
and most underappreciated franchises. 


STORY The dark goddess Medu- 
sa has been reincarnated 
and it’s up to Palutena and Pit to rid 
the world of her evil again. The story 
feels like your regular “Nintendo” plot. 
Good guy(s) fight bad guy(s) and save 
the world. There are a couple of inter- 
esting twists though that gives the game 
a greater sense of depth than the regu- 
lar formula. One thing | will say about 
the story though is that as | played the 
game, | got more and more immersed 
into the story, but the constant 4th wall 
breaking jokes and cheap laughs kept 
me from taking the game very seriously. 
However, deep story isn’t a normal sta- 
ple with most Nintendo franchises. The 
story never ceases to be “fun” and the- 
re are heart pounding moments in the 
game that will keep you on your toes. 

| won't lie... If 


GAMEPLA you have never 


played a game that uses the D-pad (in 
this case the stick) and the stylus, this 
game is going to take time to get past 
the awkward controls. | spent the bet- 
ter part of an hour figuring out how to 
hold the machine comfortably so | could 
quickly make the various button input’s 
and stylus swishes needed to play the 
game. Eventually though, | got the hang 
of it. One thing | need to stress is the im- 


portance of playing with the sensitivity 
settings. | was about to throw this game 
in the trash for its horrid controls until 
| saw the option to crank up the sensi- 
tivity. | maxed that puppy out and the 
game plays VERY well. 


The only other qualm anyone may have 
would be the fact you have to flick the 
stylus to move the camera around in 
ground fighting mode. I've never ho- 
nestly had an issue with this in single 
player mode, but if you want to get com- 
petitive online (and want to specialize in 
melee) you need to familiarize yourself 








with how to make the camera move 
effectively. One of the biggest features 
of the game comes with the discovery 
and creation of new and better weapons. 


The selection of your weapon is what will 
dictate your play style in the ground ba- 
ttle modes. Blades are a good balance, 
palms are better for constant mid-ranged 
pressure, clubs for melee and burst ran- 
ge, staves for sniping, and so on and so 
forth. Now, normally, the weapons you 
pick up are dependent on your difficulty 
level, but that isn't the only way to get 
better gear. Fusing weapons together, 








depending on what you are looking 
for in combat, can and do create some 
pretty MEAN weapons. | personally pre- 
fer a 297 value Violet Palm with bonuses 
in recovery, speed and stamina, because 
| love putting pressure on people in mul- 
tiplayer. You won’t always be grinding all 
your “worthless weapons” into hearts. 


Sometimes you can take a great 
weapon, fuse it into a crappy weapon 
that has decent stats, and make a 
TRUE monster. You also have the 
ability with street pass to trade 
weapons with the people you run into. 


Though you have to pay a heart amount 
to access the weapon, you can buy it 
whenever you want so long as you have 
the “weapon gem.” It’s a great way to 
share some powerful weapons with 
people. Also, from time to time, Palute- 
na will send you random weapon gems 
to help you out if you don’t get a lot of 
streetpass hits.There are a few "QTE"s 
where you essentially line up two circles 
as the game fights to keep the two away. 
It's annoying at worst. Some bosses and 
even standard enemies have one hit 
kills, but you have to be pretty thick to 
not avoid these. The last thing to bring 
up is the grind rail sections. Think Rat- 
chet and Clank while being able to gun. 





the 


Graphically, 
game is beautiful. 
Not stunning, but beautiful. The 3D in 
the game works INCREDIBLY well com- 
pared to other games that didn’t take 
full advantage of the technology due 


GRAPHICS 


to software limitations. The rail shoo- 
ting flying sections actually made me 
gasp a few times as things came flying 
at me. Ground fighting 3D still looked 
good, but it didn’t impress me as much 
as the flying fighting section. Even with 
the 3D off, the game still looks great. A 
plethora of colors spreads across each 
and every enemy, character, and le- 
vel. | even found the flat stills of the 
characters during conversation sec- 
tions to be colorful and distinctive. | 
was blown away. | would go as far as 
to say | think this is visually more ap- 
pealing than Resident Evil Revelations. 


SOU ND This game is home- 

made chocolate chip 
cookies for the ears... most of the time... 
The music in this game goes beyond phe- 
nomenal. Particularly the cover song for 
Kid Icarus is incredibly memorable. | was 
whistling it for days at a time. The music 
can be calming and Celtic, to intense and 
jarring. The best contrast | can think of 
is the first player select screen being the 
most relaxing and colorful, and then the 
musical intensity of the Reaper Fortress 
stage. Also, the orchestrated versions of 
the familiar songs were also quite good. 
Everything felt in place. The sound 
effects were diverse and satisfying. 
Either hearing your palm blast out shots 
like a machine gun, or your club thwac- 
king baddies, the sounds were clear and 
oh so satisfying to hear. The voice acting 
was, in my opinion, done quite well. | 


EW super Xem - MI, 





can't say that the dialogue didn't rub 
me the wrong way at times, but the ac- 
tors themselves were VERY good... and I 
mean ALL of them. Every voice felt like 
it fit, particularly Hadies. 


DIFFICU LTY This game does 

something new 
by giving the player full reign control 
over the difficulty. By collecting hearts, 
the games form of currency, and spen- 
ding them, you can crank up the heat for 
harder baddies that come with better 
rewards, or you can spend them to make 
a level effortless if you become stuck. | 
personally love this because it can ap- 
peal to everyone. People who want the 
old school tough-as-nails challenge will 
be satisfied, and those who just want to 
enjoy the story will also be satisfied. The 
game can get tricky at times, but never 
to the point where it is unplayable. 


| originally took this for granted, but I’m 
realizing how much fun this mode is. The 
gameplay feels a LOT like Smash Bros. in 
its scrambled battles and varied items 


that can be picked up and used. Every 
match earns you more hearts to spend, 
new weapons can be randomly unlocked, 
and there are even weapons distributed 
at random to players who participated 
in the fight. For people who want su- 
per hard core competition that yield big 
rewards, you won't find it in this game. 


The idea is to enjoy the gameplay for 
what it is instead of compulsively win- 
ning in order to become stronger and 
stronger to the point you're crushing 
under-experienced and under-geared 
players. You get rewards for winning 
yes, but there isn't a level-up system. 


It’s all about just having fun with little at 
stake except winning or losing. Free for 
all is exactly that, which requires little 
explanation. Light vs. Dark is all about 
hunting down the other team's angel 
character, which is assigned to one of 
your teammates, and taking them out.l 
honestly don't have as much experience 
with this mode, but this mode requires 
smart playing and a TON of teamwork. 


REPLAYABILITY "P^. 

yability of 
this game is VERY high. There are dozens 
of idols, weapons, and achievements to 
unlock in first player mode, tied with a 
massively fun multiplayer. Speaking of 
weapons, l've been finding myself spen- 
ding a lot of time fusing weapons with 
certain qualities together to make the 
perfect weapon for me. | am legitima- 
tely surprised at how long l've been 
glued on this game. For a handheld con- 
sole game, Kid Icarus: Uprising will last 
you QUITE a long time! 


| honestly didn't read Jared's review, and 
| honestly don’t care to. This is a VERY 
solid game well worth your money. 
Though the controls take a little time 
to get used to, they are not game brea- 
king in the least, and actually become 
very easy to use once you fine tune your 
settings. With the other "issue" for the 
game only being the screwball corniness 
that breaks the 4th wall and can pull you 
from immersion, the game is superb. It 
feels like a return to form for Nintendo. | 
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(Angry Birds is the figurehead franchise of smartphone gaming. It has made " 
billions of dollars through promotional’ marketing, merchandise, and of 
course hundreds of millions of downloads across dozens of types of devices. 
While Angry Birds Seasons and Angry Birds Rio added a few new things 
to the mix and made Rovio a lot of money, they felt more like expansion 
packs than anything else. Angry Birds Space, on the other hand, is a full 
sequel to the original blockbuster hit. Does this other-worldly adventure 
faithfully follow up such a beloved classic, or is the mobile behemoth about 
to come crashing out of orbit? 


A ScrewAttack Review 
By Sean Capdeville 
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Angry Birds Space 


Developer: 
Rovio Mobile 


Publisher: 
Rovio Mobile 


Systems: 
PCMac OS XApple 
iPhoneAndroid Devices 


Release Date: 
March 22™, 2012 


GRAPHICS 6722 rc: 


Space takes place 
in space, obviously. Each level is a single 
or set of planets, satellites, etc., which 
your sworn enemies, the pigs, are now 
occupying. This is the only area where 
Rovio failed to capitalize on the space 
theme. Besides a few blocks of ice, ev- 
ery planet is literally the same drawing 
of a crater-scarred moon, only the size 
being changed. 


Each celestial body being differentis too 
much to ask, but at least some variety 
of environments would've made Angry 
Birds Space a much better game visual- 
ly. It should be noted, however, that this 
isn't as big of a problem as it sounds 
as you are mostly focused on the vari- 
ous platforms that must be destroyed. 


The birds and pigs themselves are rath- 
er small, which is necessary given the 
planetary scale of each level. Luckily 
you can still easily see the unique super- 
hero-esque bird designs, which are all 
distinct, and the pigs' amusing facial ex- 
pressions as they realize that they may 
not be as safeas they thoughtthey were. 


The same art style that has charmed 
millions of people is maintained, but it 
has been altered enough that it seems 
fresh, as well as fitting of the setting. 










EVERYONE 


"ONE SMALL FLING FOR A BIRD, 


ONE QUANTUM LEAP FOR BIRDKIND” CONTENT RATED BY 
E SRB 


While a little variety would go a long way, overall Angry Birds Space looks very 
nice with fun characters and colorful environments, especially on a higher-end 
Android phone or Retina Display device. 








A FURIOUS FLIGHT INTO THE FINAL FRONTIER 


AMY BRIGGS # FOREWORD BY PETER VESTERBACKA 


Scientifically speaking, 
SOUND sound waves need mat- 
ter to bounce off of, so you can't hear 
anything in the vacuum of space. 
Unfortunately, Rovio decided to ig- 
nore this particular rule of physics. 


The vast majority of the time, the only 
sound you hear while playing is the con- 
stant clucking, squawking, and snorting 
of the birds and pigs. While this is amus- 
ing for a while, especially the sound of 
the birds hitting their target (which al- 
ways reminds me of the Jawas from Star 
Wars), you will eventually turn off the 
sound and turn on your own music”. 


Throw in recycled impact sound effects 
and you have nothing terrible (aside 
from mild annoyance), but nothing ris- 
ing above mediocrity. On the plus side, 
the sound of getting all three stars fol- 
lowed by a new high score is phenom- 
enally satisfying. After each level, be 
sure to close your eyes in anticipation 
and pray for those four glorious stings. 
| suggest the Halo theme song or David 
Bowie's Space Oddity. 


GAMEPLAY VY ine 5 
wasn't the first 
destruction-based physics puzzler, but 
it was the first to really take off, spur- 
ring scores of wannabes and rip-offs. 
The notion of just launching projectiles 
to knock down things is overdone now, 
and Rovio knew that when starting de- 
velopment on Angry Birds Space. To 
make their game stand out (aside from 
the recognizable name), Rovio took not 
only their series, but the entire genre, 
to the next level by asking "why should 
there be only one set of physics?" 


Angry Birds Space still has you launch 
birds into the air by pulling back on 
their giant slingshot, sending them 
flying into pigs and their battlements. 
What is done so brilliantly this time 
around is the bird's journey to reach 
the pigs itself. Like mentioned before, 
each level consists of one or many 
planets. Each has its own field of grav- 
ity, which can vary in strength and size. 
This means that in order to crush your 
enemies, you have to take multiple 
elements into account. You can orbit 
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SGREM U ES NETTE ЫА ЕНИ 


around planets to slingshot into your 
target, you can arc a bird using gravity 
to make previously impossible shots, 
and you can push motionless asteroids 
into a planet's gravitational field, send- 
ing them crashing onto your enemy’s 
heads, just to give a few examples. Ba- 
sically, the possibilities are endless. In- 
stead of solving puzzles based on phys- 
ics, Angry Birds Space has you solving 
puzzles by using physics. And with a 
near-perfect physics engine, Rovio has 
succeeding in creating something that 
is truly a joy to play. There are plenty 
of moments when you'll sit back and 
say to yourself “I can't believe that ac- 
tually worked” or “that was just plain 
awesome”, many more than | had previ- 
ously experienced in the series. 


The addition of a dotted line, which 
shows you the beginning of your bird's 
trajectory as you pull him back, was a 
wise decision on Rovio's part. It cuts 
out some frustration of flat-out miss- 
ing your target, which would be much 
more common given the multiple grav- 





itational fields, but it still doesn't make 
it too easy. | noticed just how accus- 
tomed to it! had become when! played 
the original Angry Birds a few days ago 
and failed miserably. 


My one complaint with Angry Birds 
Space gameplay-wise is actually a com- 
plaint about Angry Birds in general. The 
levels are designed so that they can 
be beaten in a multitude of ways. You 
don't necessarily have to hit each struc- 
ture in specific weak points to bring it 
down, you just have to get the job done 
with the tools you are given. 


This makes Angry Birds less like a puz- 
zle game and more like a destruction 
game. Now don't get me wrong, | love a 
good shoot-em-up or FPS, so | can ap- 
preciate blasting my way to pure car- 
nage, but when a game gives you a cer- 
tain amount of birds of certain types in 
a certain order, you expect that at least 
some precision would be needed. How- 
ever, this is a minor design choice that 
was made nearly two years ago, so it 
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nega- 
tively impact the game in any consid- 
erable way. Angry Birds Space contains 
60 levels at launch, which is a decent 
amount for one dollar. While there is 
some challenge in these levels, it isn't 
anything that will seriously hold you up. 


| personally blew through them all in 
about an hour while on a plane, but 
most people will break it up into small- 
er sessions, making it last much longer 
than that. Like with the previous games, 
completionists are the ones who will 
get the most out of Angry Birds Space. 
A certain amount of points, which are 
gained from killing pigs, destroying 
objects, and having spare birds, are 
needed to achieve a 3 star rating. Peo- 
ple who really want to can invest a con- 
siderable chunk of time and effort into 
perfecting each level, though this isn't 
for everyone. Small golden eggs can be 
found in a few levels by simply zoom- 
ing out. Hitting these with a bird will 
teleport you to an "eggstroid”. 


These are small, unique levels that 
were inspired by other video games, 
such as Super Mario Bros. and Space 
Invaders (pictured below). Players can 
also access 30 additional levels, called 
the "Danger Zone”, for an extra buck 
through in-app purchasing. It should 
be noted that this is not Rovio holding 
back content from the user. 


These are much more difficult levelsthat 
should only be bought by those who 
are up for it. If you are just there to have 
fun crushing green pigs, you should 
save yourself some frustration and 
money. With that said, they are fantas- 
ticfor those looking for a real challenge. 


Despite the new gameplay mechanics, 
it would be pretty easy to dismiss An- 
gry Birds Space considering how few 
levels it has in comparison to the other 
Angry Birds games, which are also $1. 
However, Rovio is well known for its 
constant updates with more levels. 


It is pretty safe to say that Angry Birds 
Space will be no exception. Might as 
well get it now, play the levels avail- 
able, then pick it up again when new 
content arrives. This greatly increases 
the games longevity. 


CONCLU SION Angry Birds Space is everything that | hoped it would 


be.While thereis nothing spectacular production-wise, 
the innovative gameplay more than makes up for it. Boys and girls, kids and adults, 
newcomers and veterans alikeshouldnothesitateto pickthis oneup.Eventhose who 
grew tired of the series as | did will find more than enough reason to give it another 
chance. It is an admirable step forward in a series that easily could have done just 
more of the same. A whole new horde of THAT-ONE-FREAKING-PIG-THAT-I-CAN’T- 
HIT-NO-MATTER-HOW-MANY-TIMES-I-TRYs await you. Crush them once for me. R 
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Tales of Graces f 


Developer: 
Namco Bandai 


Publisher: 


Namco Bandai 


System: 
psa 


Release Date: 
March 13", 2012 


GRAPHICS Tales of Graces f 

continues the fran- 
chise's legacy of vibrant backdrops, 
anime cut scenes, and ridiculous char- 
acter designs. The lush greens, deep 
blues, and radiant yellows do a won- 
derful job of drawing players in and 
keeping them engaged. Each new area 
has its own distinct feel to it, so players 
are never left looking at the same scen- 
ery for very long. The only thing lacking 
in these landscapes is some original- 
ity. Players will find themselves stomp- 
ing through the same types of settings 
they plow through in every Japanese 
RPG (JRPG): giant deserts, rolling mead- 
ows, and snowy, mountainous regions. 
This isn't necessarily a bad thing, it just 
makes the game feel a little more pre- 
dictable. 


The cinematics in Tales of Graces f are 
simply fantastic. Major plot points are 
played out in brilliant anime-style cut 
scenes that truly bring the story to life. 
The only drawback here is that there 
just aren't enough of them. 

The audio in Tales of 


AU DIO Graces f doesn't go out of 


its way to break the mold of traditional 
JRPGs. Just like other Tales games, ev- 
ery new area has its own distinct mel- 
ody that gives it its own feel. While the 


music is diverse there aren't really any 
memorable pieces. No one particular 
song stands out as being amazingly 
good or outrageously bad, each song 
just seems like it's there to fill the void 
between battles. Since no tune is par- 
ticularly long, in some of the game's 
larger areas the constant repetition of 
the tune can get old rather quickly. 


In terms of voice acting, Tales of Graces 
f goes above and beyond to have al- 
most every element of the game fully 
voice acted. Actors lend their voices to 








cut scenes, optional character interac- 
tions and nearly everything in between. 
While it's nice that nearly every aspect 
of the game is voiced, the characters 
and their voice actors are so eccentric 
that longer conversations can start to 
grate on players after a while. 


In addition the dialog itself is a virtual 
roller coaster of high and low points. 
One moment may be filled with witty 
banter while the next a character is 
sharing a painful soliloquy about their 
true feelings for another party member. 


GAMEPLAY If there is any 
one area where 
Tales of Graces f truly shines, it's in its 
RPG gameplay. Graces offers a number 
of new features that combine classic 
elements of the Tales series with new 
tricks that will keep players coming 
back again and again. Graces takes 
huge strides in evolving the combat, 
crafting and leveling systems to guar- 
antee die hard Tales fanatics as well as 
new comers to the series are bound to 
find something that they'll enjoy. 


Combat in Tales of Graces f will seem 
familiar to anyone who has played a 
Tales game before. Players can see en- 
emies on the world map and attempt 
to either evade or engage them. Once 
the enemy is engaged, the battles take 
place in a circular free roam area that 
allows players the ability to move and 
dodge enemies as they like. 


Tales fan will notice that the traditional 
magic system has seen some significant 
upgrades. Graces has completely done 
away with "Magic Points (MP)" in favor 
of "Chain Capacity (CC)" Each charac- 
ter has a certain number of CC points 
they can use to perform combos or cast 
spells and they need only spend a few 
seconds dodging or blocking to recov- 
er all their CC. Hitting enemy weakness- 
es or performing outstanding combos 
also has a chance to restore CC. This 
one change completely revolutionizes 
combat on so many levels. The most 
useful change is that computer- con- 
trolled party members can no longer 
blow through their entire pool of MP 
and thus be stuck using regular attacks 
the remainder of combat. 


Party members can now use abilities 
and spells to their heart's content with- 
out requiring players' constant atten- 
tion to make sure they aren't chewing 
through their MP casting worthless 
spells. The move to the CC system also 
allows the players themselves more 
freedom to use their abilities. At the 
same time the new system encourages 
players to be smart about their ability 
usage, because it encourages them to 
chain attacks into combos and rewards 
them for them for doing so. Blocking 
and dodging enemy attacks as well as 
chaining together lengthy combos fill 
a meter along the left hand side of the 
screen that, once full, will give players 
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infinite CC for the duration. During this 
period players can also pull off the clas- 
sic “Mystic Arts” maneuvers featured in 
many of the other Tales games. Alto- 
gether, it is a much needed change to 
the Tales series that does wonders to 
revitalize a stagnating combat system. 


Those familiar with the Tales series will 
recognize the “Artes” magic and abil- 
ity system that has been prevalent 
throughout the franchise. Players still 
learn new Artes that have varying ef- 
fects and elemental affiliations. They 
can still be set to certain button and 
analog stick combinations for easy use. 
What has changed is the system for 
learning Artes. Characters now learn 
new Artes via the “Title” system. While 
Titles have been a part of the Tales se- 
ries for a while, they've never had nearly 
this much of an impact. Each character 
has their own set of Titles they unlock in 


various ways. Titles are earned through 
normal story progression, repeatedly 
using an Arte, side quests and wearing 
costumes. Each Title has five abilities to 
teach, ranging from simple stat gains 
to brand new Mystic Artes. Titles grow 
and gain levels by collecting skill points 
in battle, and just like experience points 
each enemy has a designated amount 
of it awarded at the end of battle. Each 
character has more than fifty Titles to 
unlock, ensuring that players always 
have something to look forward to. 


Another area seeing some much 
needed improvements is the craft- 
ing system. Players can still take items 
dropped by monsters and turn them 
into consumables, but Graces has com- 
pletely overhauled weapon and armor 
crafting. Players now obtain shards 
off of enemies that have effects rang- 
ing from bonus attack to restoring CC 
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after a successful dodge. These shards 
can be fused with weapons or armor to 
increase base stats as well as provide 
the listed effect. Once fused the player 
must equip the piece and use it in com- 
bat. After several battles the weapon or 
armor becomes tempered. Now players 
have the option to fuse two tempered 
pieces together. This process strips the 
items of the effect but allows them to 
keep the increases to the base stats; 
it also produces a gem that has both 
items' effects. The items can now be 
fused with yet another shard and the 
process repeats, gradually increasing 


the base stats of the equipment infu- 
sion after infusion. Weapons and armor 
can also be infused with certain crystals 
to forge completely new pieces, often 
with unique bonuses not obtainable 
through the shard fusion system. The 
gems created by the fusion process can 
also be equipped as an accessory to get 
those effects or fused with another gem 
to increase their effects. This new pro- 
cess adds a whole new level of depth to 
the crafting system that allows players 
to really customize their characters ex- 
actly the way they want them. 


The most notable change to the Tales 
series comes from the addition of an 
item deemed the “Mixer.” This handy 
tool is powered by a mysterious force 
called “Eleth” The Eleth within the Mix- 
er can be refilled at any vendor or with 
certain items scattered throughout the 
game. The device has a number of dif- 
ferent uses and each one of them is 
incredibly helpful. Meal items can be 
placed within the Mixer that heal and 
grant benefits to the party whenever 
their preset conditions are met dur- 





ing or after battle. Players only need to 
make the meal one time as the Mixer 
uses Eleth to replicate the meal every 
time the conditions of that meal are 
met. The heartier the meal, the more 
strict the conditions and the more Eleth 
it requires. Players can also put in any 
monster drop or harvested item and 
the Mixer can replicate it. While play- 
ers walk around in the environment 
the Mixer has a chance of creating a 
copy of the item they placed within it. 


The more rare the item the lower the 
chance of replication and the more Ele- 
th required. Just like meals, this drasti- 
cally cuts down on farming and nearly 
eliminates the need to return to previ- 
ous areas just to get the one crafting 
material needed to finish a project. The 
addition of this one new concept easily 
cuts hours of mind-numbing grinding 
out of the game and allows players to 
focus more time on all the other great 
features. It should also be noted that 
Tales of Graces f features a coopera- 
tive battle mode that allows up to four 
players to each take control of a sepa- 


rate character in battle. However, this 
feature still hasn't realized its potential 
even after being included in a number 
of the past Tales titles. Battles are far 
too short to make this feature worth- 
while and there are no good camera 
options that support having even two 
players playing at once, let alone four. 


REPLAYABILITY 


Tales of Graces f brings back a whole 
host of Tales staples and even introduc- 
es some new elementsto make sure that 
players of all kinds will have something 
they love to do beyond the main story. 


The game features tons of traditional 
side quests that will have players doing 
everything from running around the 
world fetching items to solving puzzles 
to get at chests filled with amazing 
items. Just like the other Tales games 
Graces keeps track of all of your recipe, 
item collection, and monster collection 
data. Completionists can look forward 
to several more hours of hunting down 
hard to find items and monsters just 





to get their data recorded. Graces also 
adds Titles to the laundry list of col- 
lectable items in the game. In addition, 
Graces also brings back New Game Plus 
and the Grade shop from previous Tales 
games that converts success in battle 
and playthroughs as currency to select 
what items players would like to bring 
with them the next time around. Tales 
of Graces f provides a myriad of reasons 
for players to keep trekking long after 
the main story is done, each one of 
them just as rewarding as the last. 
When all 


CONCLUSION is said and 


done, Tales of Graces f brings with it a 
host of the best features from previous 
installments as well a list of much need- 
ed changes. Gameplay is streamlined, 
combat has been overhauled, and the 
crafting system is much deeper and 
more enjoyable. Minor issues with voice 
acting and cooperative modes seem 
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of incredible new additions. Tales of 
Graces f is a wonderful new entry into 
the series and well worth the price tag. 
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Journey 


Developer: 
thatgamecompany 


Publisher: 


Sony Computer Entertainment 


System: EVERYONE 
psa ® 


Release Date: 
March 13%, 2012 





he word “experience” gets 

j thrown about far too often 

in video game reviews these 

days. Journey may be one of the first 

games to truly deserve such a title, be- 

cause it really isn't a "game" in a tradi- 

tional sense. It isn't a movie, because 

you're interacting with it. The best word 
to describe Journey is "art". 


And by that, | do not mean how pretty 
the graphics are. It's the way you tra- 
verse through this world presented to 
you. It does a wonderful job of setting 
up the premise: you are a shrouded 
figure making your way to a mountain 
top, basking in heavenly light. It's far off 
in the distance, and it will be quite the 
trek to get there. Thus, you take the first 
literal steps towards your goal. 


Mechanically speaking, everything 
is simple. You can run, jump, and use 
some sort of vocal “call”. When using 
the call, a circle expands around you, 
the size depending on how long you 
hold the button that activates certain 
objects in the environment. Usually, 
these objects are scarves and fabric 
coming up from the ground. When ac- 
tivated, these scarves summon a gust 
that sends you into the air, giving you 
brief flight. Flying is joyful, letting you 
quickly cross the massive sand-covered 








dunes. If you can't fly, you're also able 
to surf down hills of sand in an equally 
enjoyable manner. The only question- 
able control choice is the use of Six axis 
to the control the camera. It's obtrusive, 
but thankfully the right analog stick 
functions for camera control as well. 


That pretty much sums up the game- 
play to Journey. You'll surf, glide, and 
walk to your destination. But it all be- 
comes so much different when you dis- 
cover that you are not alone. 


Early on, you'll suddenly be joined by 
another, similarly cloaked figure. This 
is another player going on this journey 
with you. There is no form of communi- 
cation between players, either. You can't 
even see each other's names until the 
very end. In spite of this, you'll quickly 
learn to rely on each other. The call but- 
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ton can be used to recharge each oth- 
er's flight ability, making it handy to stay 
close and cooperative instead of selfish 
and malicious. Even though reliance on 
each other is not necessary to progress, 
there is an astonishing feeling of loneli- 
ness if you discover that they're gone. 


The massive desert sands bring this 
feeling of loneliness home, and it's just 
so gorgeous to look at. The way the 
sand kicks up behind your feet and the 
way it waves from the force of your call 
is majestic, almost cloth-like. When the 
sun changes it position and the camera 
swings іп the right way, the sand begins 
to look like millions of rubies, glistening 
before your eyes. Some of the caves 
give an aquatic feeling, even though 
you're never actually underwater. The 
way that water is conveyed through 
the things you see in the environment 





and how you're flying (or swimming) 
around is breath-taking. The fabric- 
creatures you meet have such a distinct 
personality, and the larger, looming 
dangers instantly strike fear. 


When your eyes aren't salivating over 
the wonderful artistic style, your ears 
will bring on the rest of the emotions. 
The way music is used to enforce the 
situation you are in is nothing short of 
brilliant. It simultaneously instills hope, 
fear, wonder, and serenity. Your abil- 
ity is accompanied by a song-like tone, 
slightly changing its pitch with each 
press, and it always fits with the music 
you are hearing. 


The only real criticism against Journey 
is its steep asking price. The "game" can 
be completed in less than two hours. 
You'll want to play multiple times, cer- 
tainly, but $14.99 on the PlayStation 
Network Store is still quite a bit. There 
aren't a whole of secrets to be found, 
aside from magical symbols which 
increase your flight time and are lost 
upon each playthrough. 


But you have to play it. Buy it yourself, 
find a friend who already has it, impa- 
tiently wait for a price drop, whatever. 
Anyone who has been a proponent for 
the "games are art" argument owe to 
themselves. It truly is one of the most 
original, unique things to be created in 
recent memory. | urge you, play Journey. 


It's artistic bliss. 
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At ЕЗ in 2008 Darkworks brought forth a trailer for a game that should have been a 

triple A title. However, after only a year in production Darhworhs was forced to hand | 
it off to Ubisoft Shanghai. Three years of anticipation later | Am Alive finally arrives. | 
However, what emerges from the dust-choked streets of Haventon is an abomina- | 

tion—a broken game that only begins to realize its full potential before it is cut short. 


A ScrewAttack Review : 
By Austin Smith 
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| Am Alive 


Developer: 
Darkworks 
Ubisoft Shanghai 


Publisher: 
Ubisoft 


Xbox 360 (Arcade) 


Release Date: 


March 7*, 2012 


GRAPHICS Simply put, this 

game looks un- 
finished. | Am Alive looks more like it 
belongs on an original Xbox than it 
does on an Xbox 360. Character mod- 
els are extremely pixelated and lifeless. 
There are no facial animations, aside 
from the occasional blink, and every 
item the nameless main character car- 
ries appears as though it has been 
grafted to his body. The worst case of 
this manifests itself whenever the main 
character must carry a little girl named 
Mei. The game simply re-skins the main 
character to appear as though there is 
a child clinging to his back. Mei never 
moves, her eyes don't blink, and more- 
over she simply appears as though she 
is an extension of the main character's 
body. To make matters worse, none 
of the main characters animations 
change even though he has Mei cling- 
ing to his back. So when he goes to 
unsheathe his trusty machete, which is 
normally strapped to his right shoulder, 
he appears to yank a two-foot blade di- 
rectly out of Mei's arm. 


Characters are not the only aspect to 
suffer from severe graphical misfor- 
tune. The very world players navigate is 
plagued with featureless environments 
just begging to be ignored. Closer in- 
spection of the world reveals identical 








copies of the same items scattered around streets and rooms. In one area every 
bed is identical down to the exact same pair of blue jeans laying over the base- 
board. There is also a particular car model completely devoid of texture every time 
it appears. In a game that tries so hard to be atmospheric, problems like these 
leave the world feeling fake and unresponsive. 








AU DIO Audio inl Am Alive is only 

marginally better. When 
there is music, it does a wonderful job 
of creating a dramatic atmosphere. As 
players get low on health or stamina 
music will start to kick in, gradually in- 
creasing in both speed and intensity. By 
the time players are near death the mu- 
sic is pounding, making every situation 
feel that much direr. Unfortunately, the 
rest of the game is filled with only whis- 
tling winds and the grunts and groans 
of a man repeatedly forced to climb 
to the top of the same buildings. In its 
own right, the silence helps to paint 
the picture of a desolate land forcibly 
abandoned by its former inhabitants, 
but at the cost of coming off as incom- 
plete. Even a little soft music would 
have done wonders to make traveling 
from place to place a little less boring. 


The parts of the game that aren't filled 
with dramatic music or heavy breath- 
ing are usually occupied by a steady 
flow of terrible dialog. The interactions 
between characters are trite and lack 
any semblance of believability. Dur- 
ing combat, innocent little Mei could 
apparently care less, never making a 
sound even as the main character mer- 
cilessly slaughters gangsters and thugs 
by the dozens. 


Considering the utterly horrendous 
script and the laundry list of other au- 
dio deficiencies, the voice acting isn't 
all that bad. The supporting characters 
provide varying levels of mediocrity 
and the main characters actually do а 
decent job when taking into account 
the ridiculous things they have to say. 
At its core | Am 


GAMEPLA Alive plays a 


lot like an Uncharted or Tomb Raider 
game, with a bulk of the game divided 
up between climbing and combat se- 
quences. The game is separated into 
more than twenty chapters and those 
chapters are broken down further into 
checkpoints. Players are given a finite 
number of “Retry” tokens which are 
used when they die to restart at the last 
checkpoint rather than having to start 
the entire chapter over again. 


Players can obtain more of these to- 
kens either by finding them or helping 
other survivors in a variety of differ- 
ent ways. The problem is during some 
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stages even the checkpoints are far too 
spread out for how easy it is to die. This 
can cause the game to become very 
frustrating very quickly. 


I Am Alive's stamina system adds a 
whole new level of intensity to stan- 
dard climbing sequences. While games 
like Uncharted tend to induce a frantic 
feeling to climbing through things like 
crumbling environments, | Am Alive is 
able to evoke that same feeling using 
a simple stamina gauge. The gauge 
slowly drains for basic maneuvers while 
draining rapidly for taxing feats. It be- 
gins to refill as soon as the main charac- 


ter reaches a point where he can stand 
without having to cling to a ledge. For 
longer climbing segments the game 
grants players the use of pitons. Jam- 
ming a piton into the wall allows the 
main character to hook himself to it 
and rest, refilling the stamina gauge. 
Overall, the climbing mechanics end 
up being one of the only worthwhile 
aspects of this game. 


Combat is a frustrating jumble of inter- 
esting concepts implemented terribly. 
Due to the post-apocalyptic state of Ha- 
venton, guns are rare and bullets are like 
tiny blessings. Early on the main charac- 
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ter can intimidate enemies by wielding 
a pistol, regardless if it has ammo or not, 
and force enemies to back up. However 
after a short period if the player does 
not fire enemies grow bold, begin to 
ignore commands and start to charge. 


This gives early combat a sort of cat 
and mouse type feel to it that makes 
it dynamic and interesting. Later on as 
the main character starts to encounter 
larger groups of enemies, while most 
can still be held off with the pistol, he 
must draw in close to stab the target or 
waste a precious bullet killing from afar. 


This is where the game gets ugly. 
Players can't simply perform a one 
hit kill with the knife; they must en- 
ter a "struggle kill" sequence that in- 
volves rapidly jamming one button. 
This is supposed to give combat a 
feeling of tension, but what it actu- 
ally does is leave players wide open. 


Once the “struggle kill” animation has 
started foes will not hesitate to rush 
in and begin stabbing the living hell 
out of the player. This not only inter- 
rupts the “struggle kill” but staggers 
the main character for a moment. In 
seconds, combat has gone from a 
tense duel of wills to an all-out brawl, 
only there is one problem - the main 
character cannot wield his blade as a 
normal cutting weapon like enemies 
can. He can only utilize it to perform 
“struggle kills.” So, while enemies tear 
apart the main character piece by 
piece all he can do is feebly attempt to 
“struggle kill” one of them to no avail. 


Gun combat doesn’t get much better. 
While shooting a thug or gangster is a 
guaranteed one hit kill, | Am Alive finds 
new ways to make even this simple 
task difficult. The game offers a snap 
targeting system which allows players 
to automatically target baddies accord- 
ing to the general area they are aiming 
in. This normally wouldn't be so bad if 
the mechanics weren't completely bro- 
ken. More often than naught the gun- 
wielding enemies stay back and fire at 
the main character from a distance. If 
even one knife-wielding enemy is ap- 
proaching from the same direction the 
game's targeting system makes it near- 
ly impossible to target the gun-toting 
foe behind him. Meanwhile the gun- 
man pumps round after round into the 
main character with pinpoint accuracy. 
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Essentially the game takes what a tense psychological stand is initially off and 
warps it into a collection of wretched partially-realized ideas. Overall, the game 
feels like a small part of a larger story that abruptly ends where it should be just 
beginning. With its host of mechanics that never reach their full potential and a 
main plot line that feels like a downloadable sequel to a much cooler first install- 
ment, the game just feels unfinished. Even the final cinematic feels like it was al- 
tered or manufactured to instantly wrap up the game without tying up any of the 
plot's loose ends. It feels cheap and unfulfilling. 





Players who are brave enough to make it through this 
game once will find very little to keep them coming 
back for a second run. At the end of the game players are scored on their ability to 
locate and save victims, what mode they played on, and what they chose to do in 
a couple of situations. Ultimately, these scores do nothing but grant players a spot 
on a leaderboard. Aiding all the victims and making all the right choices won't al- 
ter the ending or unlock anything extra other than a single achievement or trophy. 


REPLAYABILITY 


Even the second mode is unlocked right from the beginning and is little more than 
a harder difficulty, basically doing away with the checkpoint system altogether 
and simply forcing players to restart from the last chapter instead. There are very 
few, if any, things worth trudging through this half-finished four hour game for. 
Even a faithful follower of this title may have trouble stomaching a second run. 
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Ace Combat 
Assault Horizon 


Developer: 
Project Aces 


Publisher: 


Namco Bandai Games 






Systems: 
P53 & Xbox 360 






Release Date: 
October 11*^, 2011 


STO RY Ace Combat: Assault Ho- 

rizon (AC:AH) takes place 
outside the Ace Combat Series (except 
for Ace Combat: Joint Assault that takes 
place in the future on the real world) 
fictionalized world and alternate his- 
tory. Set on the real world, U.N. military 
forces form by NATO and Russian forc- 
es in Eastern Africa try to stop a rebel 
group funded by the Russian crime 
syndicate Blatnoi; Lieutenant Colonel 
William Bishop, leader of the Warwolf 
Squadron must battle SRN Mercenar- 
ies' leader, Colonel Andrei Markov and 
stop him from using a Nuke-like bomb 
named “Trinity”, to destroy U.S.A and 
their allies. 


Notthe most original and ground break- 
ing story in a flying game but it works 
for the sake of entertainment, it would 
be awesome to see some different en- 
emy not just the Russians as always on 
future games, just saying you know? 


Ace Combat fans might feel disappoint- 
ed for not engaging enemies in the 
skies of the alternate version of Earth 
and their characters but, AC:AH setting 
on the real world does a great job es- 
tablishing for the first time in the series 
a “present” world war conflict, although 
being set on the year 2015; pretty close 
but nothing to nitpick. 


4 DN 
GAMEPLAY One of the big- 
gest problems 
with Flying Simulators on consoles (and 
even on PC) is the monotony and slow 
pace the game can quickly tum after a 
few missions, so how is AC:AH makes 
the difference from other games in the 
flying genre? Fans and newcomers of 
the Ace Combat series will find an inno- 
vative gameplay system that makes the 
experience more thrilling and intense. 
The DFM (Dog Fight Mode) is an unique 
game mecanique which goal is to put 
you right into the action, making you 
experience the Dogfight's tailing of an 
enemy aircraft in a zoom-in perspec- 
tive. This mecanique is really refreshing 
to the genre and it helps to eliminate 
the degradation this type of games suf- 
fers most of the time. 
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There are 2 ways to use the DFM in the 
game, Offensively and Defensively. In 
the Offence, the player can follow in a 
type of rail-shooter sequence in which 
you still have control of your aircraft 
while banking up-close to the enemy 
aircraft and on the Defense, it can only 
be used when an enemy engages the 
player on DFM in which you can coun- 
ter-maneuver the attacker if you do the 
right movements at the right time. This 
innovative mecanique makes you feel 
like the Ace pilot you are meant to be 
in this type of games (kind of the One- 
Man army soldier the Call of Duty games 
always portrait); DFM is the core of the 
gameplay on this game but you can also 
usetraditional flying techniques to take 
down your enemies so the experience 
depends on how you play the game. 


TYPE OF AIRCRAFTS 


Dogfight: This aircrafts are used for 
the main assault. These are the fastest 
and have the highest fire power but 
since these are meant to be used for 
assault, aren't the most suited for effi- 
ciently destroying ground forces. 


Dogfight/Air Strike: Balanced air- 
crafts which can be used for both jobs. 
Perfect for players who likes multipur- 
pose aircrafts. 


Air Strike: Not suited for a 1-on-1 
dogfight but if the mission is to destroy 
ground forces, these ones will do heavi- 
er damage in a short time. 


DFM is implemented a lot in this game, 
especially when you have to fight Ace 
pilots on each mission. Players might 
feel that is overused during the de- 
velopment of the story but it also de- 
pends of the difficulty level you play 
the game. On the easiest difficulty most 
of the target aircrafts can be eliminated 
with or without DFM but on the other 
difficulties, DFM is required more since 
the amount of Ace pilots increases. It's 
understandable why players might 
confuse the overuse of this mecanique 
while playing on different difficulties. 


There is also parts where you will take 
control of Attack Helicopters and as a 
Gunner on a Black Hawk, but most of 
this sections can be a hit on miss since 
these might be too long; being this an 
Ace Combat game is understandable 
the length and complexity each mis- 
sion can be. One that unfortunately 
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falls into the curve is the AC-130 mis- 
sion; is not challenging and impressive 
enough to hold itself, at least is not that 
long as the helicopter missions but it 
could had been better. 


AC:AH offers a lot of variety on the 
missions, from Dog Fights to Bombing 
missions. Depending of your selection 
of Aircraft and its loadout your mis- 
sion will go either easy or challenging 
since there are different type of objec- 
tives you must accomplish fast. For this 
there are 3 different types of planes 
that which has its own use even for the 
Multiplayer of the game. 


Now something important to mention 
is the controls used on the PS3 version 
(this also goes for the Xbox 360 Ver- 
sion). It is recommended to try each 
control scheme the game offers since it 
provides an“old school” control scheme 





for fans and veterans of the Ace Com- 
bat series. Newcomers might not be 
comfortable with this controls so as a 
fair warning, check the controls and try 
them before saying these are broken in 
this game. Although it would had been 
good to have the flares on R3 rather 
than L3 because most of the times | 
would unintentionally release flares on 
every turn, leaving me with nothing to 
defend myself from missiles. 


The game itself is a big challenge, even 
on the Easiest Difficulty. Ace Combat 
has always been a game with long and 
really challenging missions, even for 
veterans there will be times you will 
easily take down your objectives when 
suddenly you are being tail by 2 enemy 
aircrafts and you can't do anything. It is 
a hard game, no doubt about it but is 
the type of challenging game that, at 
the end, is satisfying to complete. 
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GRAPHICS One of the selling 


points of the Ace 
Combat series is the detail put into the 
modeling of the aircrafts, even when 
these are slightly mod representations. 
The дате aircraft models are surpris- 
ingly well-done and it does shows the 
graphic capability the game's engine 
have to render these aircrafts; from de- 
tailed interiors to the body of the air- 
craft itself. Outstandingly looks beau- 
tiful which can be appreciated even 
more when you enter on DFM, which 
makes the details on the aircrafts no- 
ticeable. Since this game takes place 
on the real world Earth, the develop- 
ers used satellite images to render in 
the most accurate possible way the ge- 
ography of each map the player plays 
through; buildings, houses, rivers and 
even roads can be spotted by the play- 
er while battling over Miami, Washing- 
ton, D.C., Dubai, Paris, East Africa, the 
Middle East, and Moscow. 


The story in this game is narrated us- 
ing in-render cutscenes which shows 
great detail on the character models. 
Still, some movement or even charac- 
teristics in the pilot's facial expressions 
might fall into the Uncanny Valley but 
is actually good to see a 3D model of 
the support cast on this type of games. 
The graphic engine on this game works 
perfectly even on a heavy 3D model 
environment (like a city and its build- 
ings) when there are over 30 aircrafts 
flying and blowing everything up on 
their radar; the game runs with no lag 
or hiccups during loading screens 
and in the middle of the gameplay. 
The fps is constant making the flight 
simulation smooth and enjoyable but 
there will be times that some graph- 
ics might pop-out from nowhere in 
the ground (like trees), but is very 
rare to see that happening and of 
course nothing intrusive in the game. 
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AUDIO The sound design in this game keeps the Ace Combat standard 

and improves it. The sound of the guns, the air passing through 
the wings while turning and the launch of the missiles are impressive. The impact 
sounds done on the enemy aircrafts does reflect the damage done on the body of 
the plane and DFM also augments this while attacking the enemy; the explosions 
your enemy's aircraft does it’s really satisfying and the whole communication be- 
tween pilots and your character during and after dogfights really sets the mood 
for the dogfights and the rest of the mission. 


The storytelling in Ace Combat is still present. The voice acting is top notch and 
really helps to be interested on the game's missions and to see the character's per- 
sonality in action on the ground and onthe sky. You can select between the English 
Dub and the Japanese Dub, both voice acting works so it depends on your taste. 


Before discussing the Sound Track | have to remind you that this game was adver- 
tise as steel carnage at its best. With an amazing sound design the Sound Track 
of the game definitely portraits the pure steel carnage; Namco Sound Team com- 
posed an amazing OST for the game reflecting the intense and "in your face" ac- 
tion the game offers. With its Heavy Metal and Symphonic music each score helps 
enhance the experience on the battlefield. 


Regardless of what's your task, the music does follow the ambience and setting of 
each mission from the simple chorus tunes of"Deja Vu"to the Heavy tune of"Dog- 
fight”. It's a musical experience you want to repeat over and over and over again. 





REPLAYABILITY г; 
the 8-9 
hour campaign you can check various 
free and co-op missions to enjoy in 
which you can try to break your person- 
al record and even try the game on its 
challenging hard mode which I'm pretty 
sure even veterans of the Ace Combat 
games will find it has a big challenge. 


You can also customize your aircrafts 
with different colors and materials. 


CO-OP MODE 


Up to three (3) players can play re- 
vamps of missions in the Campaign 
were depending of their aircraft selec- 
tion, the players will receive different 
objectives to accomplish (Aircrafts will 
battle in dog fights while Helicopters 
will dispose of ground troops). 


DEATHMATCH 


It is a free-for-all battle up to 16 play- 
ers which can be chaotic even on huge 
open maps, there will be times you'll 
just respawn and you'll have on your 
tail 3 to 4 enemies engaging you on 
DFM. It can be fun in small amounts of 
players but at the same time frustrating 
if more people get into the fight. Think 
of Star Fox but with 20 people. 


CAPITAL CONQUEST 


This is similar to a Destroy HQ game 
were 2 teams defend their HQ. The first 
team to destroy the defenses of the 
other team can then attack directly 
their HQ, whoever destroys firsts the 
enemies’ HQ wins. In this game using 
Air Strike planes is essential to do maxi- 
mum damage to the HQs. 


DOMINATION 


Two Teams fight over the control of 
certain points in the map, the main 
objective is to eliminate the enemies 
that occupy these zones and control 
for a certain amount of time. This mode 
clearly shows the importance of each 
aircraft since every plane type as a role 
and purpose including the Helicopters 
since these ones can easily take down 
enemies occupying certain zones while 
the mid balanced planes protect the 
choppers and the Dogfighters engage 
other aircrafts trying to capture the 
zones. Aircrafts having now roles on 
the multiplayer makes each one impor- 
tant to use depending of the needs of 
the team. Definitely a good refresh on 
the multiplayer on this type of games. 


-PROS- 


A New unique engaging game- 
play mecanique. 


A Incredible sound design, voice 
acting and OST. 


4 Destroys the monotony most 
flying games suffer. 


A Different aircraft classes do have 
a role on multiplayer. 





Combat: 
Assault Horizon 


CONCLUSION “° 
is a game which brings again relevance 
to the Arcade Flight Simulator genre; 
thanks to its innovative and unique 
DFM mecanique which puts you right 
into the action. 


While it does have its own hits and 
misses, it's actually worth the shot for 
newcomers and an excellent Ace Com- 
bat game; it's not the next Ace Combat 
but it can stand as is own on the series. 
If you are looking for something differ- 
ent in this gaming industry full of FPS 
games, this is an enjoyable ride. 


Ace Combat: Assault Horizon is defi- 
nitely the Steel and Metal carnage as 
advertised. | 


-CONS- 


Story is not that interesting and 
original. 


Controls can be deceiving for 
newcomers. 


Deathmatch can be a complete 
chaotic mess. 


AC-130 and Helicopter missions 
are too long and slow paced. 


A The game graphic engine does a great work rendering each detail of 
the aircrafts, best looking flying game on consoles so far. 
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IBUTE TO THE NES 


During the second week of the 2012 TMoFG, contestants were assigned to play an indie 
flash game known as “Abobo's Big Adventure,” a very well-known flash game famous 
for taking some of the biggest NES titles and totally twisting them into a new image 
with main character Abobo. It was also mentioned on an edition of “The Indie Shack.” 
After having a week to play through the game and explore it, | am here to review it. 
This review is going to handle the main game as well as the medal systems. | will not 
be discussing any ofthe main unlockables like Battle Mode orthat dragon minigame. 
l'ue never experienced them, and they are a small part of the game. Shall we begin? 








by gi Flapperdoodle 











Big Adventure 


Developer: 


I-Mochery, Pestoforce, Pox Box 


Systems: 
PC, Macintosh 


Release Date: January 11", 2012 


А 








s I've mentioned to various people a million times, | am participating in the 2012 Tita- 
nium Man of Flash Gaming competition. DarkHyruleLord is currently running it, and it is 
a competition in which various contestants play multiple flash games and try to get the 


highest scores to stay in the competition. They are split in groups, and the lowest scores are elimi- 
nated/disqualified. It is my first year, tand | have to say | think | am doing better than | thought. | 
honestly didn’t think my scores would keep me going, but it has been one hell of a ride. 


LAYO UT This usually goes 

through multiple 
modes of a game, but this will mainly 
discuss how well the length of the game 
and the extra medal system affect the 
game's overall playability and fun-fac- 
tor. While the length will also play a role 
in the gameplay, a flash game is differ- 
ent from a console/handheld game. 
The length is a big thing with the layout 
of as flash game, and also what keeps 
the person coming back to play. 


The game is made up of nine levels, 
each one representing a different clas- 
sic NES game. While some levels are 
shorter than others, each level has 
meat to it. What | mean is they are each 
experiences in which you feel like you 
are taking time to complete them. 


Some of them are easier but longer, but 
others are slightly shorter but BRUTAL. 
Each one, mainly because of difference 
in difficulty, feels likesomething you put 
time into. If a FLASH GAME of this stat- 
ure can achieve this, it is quite the feat. 


This is a rather long flash game indeed, 
anditmaytake you alotlongerthan you 
thinkto beat it mainly due to it being so 
hard at times and some areas being SO 
expansive. What also helps this game 
is its medal system; code for achieve- 





ments. If you complete certain tasks 
in the game, big or small, easy or hard, 
automatically done or Easter egg, you 
get points. There are 2000 points in to- 
tal, and there are multiple ranges in dif- 
ficulty of where these achievements lie. 





Some of them are pretty much given, 
like getting the ending or going to 
the level select screen. Other ones are 
harder, like finding secret areas of the 
game or beating certain levels without 
dying or begin hit once. It can be bru- 
tal to get some of these done. With that 
said, this is the main incentive to get 
things done, and it works. Even though 
the goal ofthe TMoFG week was to get 
the most medal points, | still wanted to 
keep playing and wanted to keep try- 
ing to get the seemingly impossible 
goals. It was fun to come back and keep 
playing. 


The game also has a level select screen, 
which is pretty much a little gift to 
those who find the game bastardly dif- 
ficult and can't play it all in one sitting, 
including me. Once you beat a level, 
it becomes unlocked in this mode, 
and it helps A LOT! Seriously... A LOT! 
There аге also unlockables with a battle 
mode, a special minigame with a drag- 
on, and more. 


Obviously, the layout for this game 
works VERY well. For a flash game, it 
truly feels like a full-fledged experience. 
With its pretty big length, achieve- 
ments and various unlockables, this is a 
game people will probably come back 
to. It has a lot of weight to it, and it is a 
very impressive flash game replay value 
wise, because some of these challenges 
AREN'T for the faint of heart. 

The game's 


GAMEPLAY у is brony 


small; you play as a buff guy named 
Abobo (who just so happens to be 
the first boss in Double Dragon | just 
learned) who has had his son kid- 
napped by various NES villains. You 
must journey throughout nine classic 
games ranging from Super Mario Bros., 
to Contra, to Zelda, to even Punch Out 
to save your son from evil. The game is 
pretty much a retro gamer's wet dream. 
It references a lot of old school stuff. 
Sometimes it'll bring up tactics and 
mechanics from the game it is paying 
homage to. You can throw barrels in 
the Double Dragon level, you can col- 
lect the different guns in the Contra 
level, and you can move objects and 
collect items in the Zelda level. It pret- 
ty much transports you through each 
game as Abobo, but you will see almost 
every single NES concept in the game. 
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You'll see Kirby in Contra, you'll see old 
school Donkey Kong in Streets of Rage, 
and even that robotic squid called an 
Anko in Super Mario Bros.! IT'S A RETRO 
CLUSTERF*CK! Trust me: you will see ev- 
erything. But that is where the charm of 
the game lies. 


The games main source of fun is mess- 
ing around with your favorite classics. 
The game involves lots of violence, 
which means lots of messing with char- 
acter sprites. You rip character's heads 
off at times; it gets that real. The game 
squeezes so much nostalgia in such a 
perfect amount of time that you hon- 
estly love everything you are playing. 
Seeing all of these various characters, 
big or small, is fun and interesting and 


shows how long it took these guys to 
make such a wonderful tribute. And the 
ending of the game is... more than sat- 
isfying. Definitely. 


The game’ controls are simplified to 
the arrow keys and the A and S buttons. 
The arrow keys are of course to move, 
but the A and S buttons are used in 
MANY different ways. Sometimes you 
use them float, sometimes to punch, 
sometimes to shoot. Either way, it was 
awesome to see how much differentia- 
tion went into coding the controls for 
this game. Sadly, the over simplifica- 
tion can sometimes be bitter sweet. 
While some levels have you thanking 
the game for keeping it this simple, 
other times you wished the game was 
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a little more difficult in how you control 
it Also something to note, this game 
hurts your hands very often. Due to 
there being only two buttons (obvious- 
ly trying to emulate an NES controller), 
it at times becomes a button masher. 
This puts a strain on your fingers and 
causes them to get tired quickly. While 
| understand this could also add to the 
nostalgia of the 80s and button mash- 
ing your way through games and feel- 
ing pain to beat the game you ever so 
want to beat, but pain if not fun. And 
since | didn't grow up in the 80s, | can't 
relate. HOWEVER, the feeling of being 
satished when you beat a game is eas- 
ily there. 


Now, if | haven't made it obvious al- 
ready, this game can be brutal. Be pre- 
pared, because for some, the game 
could bring death after death after 
death after death. This is extremely 
relevant when you encounter the “Pro 
Wrabobo" (which should've been called 
Balloon Fabobo, because it is mostly 
Balloon Fight), “Меда Мабобо, and of 
course “Contra Bobo” The game never 
lets up and the game becomes crazy. 
This is mainly due to bosses. The bosses 
are where the game truly packs quite 
the punch. 


Thankfully the game allows you to 
come back if you can't play the game in 
one sitting, and you may need that help. 
However, the difficulty sort of HELPS 
the game oddly enough, because not 
only does that make the game feel 
more fleshed out, it also helps make the 
game feel longer and more well made. 
However, | still wished the game had a 
little more, mainly in levels. | would've 
loved to visit other various NES clas- 
sics like Castlevania, Battletoads, Kid 


Icarus, Duck Tales, Ninja Gaiden, and 
much more. They did include various 
characters from these, but some of 
these games are balls to the walls, and 
with the creators of this game obvi- 
ously knowing what challenge is, this 
would've been a perfect combination. 
But hey, the game is very long as it is. 


Each level has you doing something dif- 
ferent and each one feels very different 
and fun. The controls differ each time 
and it feels like a natural and seamless 
switch. Also, the ways the incorporate 
the controls are nicely executed. The 
gameplay as well in each section brings 
you back and deservedly so with each 
one perfectly mimicking the true game 
it's “parodying.” Plus, with the hilarious 
nostalgic changes made bythe creators 
plus the awesomeness Abobo oozes, 
the gameplay is very well designed and 
is what makes this game the game peo- 
ple see it as. | said this earlier in this re- 
view апа | will say it again: This is a retro 
gamer's wet dream. 


PRESENTATION OF where 


gin? Man, these graphics are awesome. 
Obviously, considering this game is a 
blatant homage to the NES, it keeps 
a very 8-bit pixelated style to it, and 
it fits perfectly. Of course it copies 
the environments of the game, this 
is a given, but the way they so eas- 
ily blend various 8-bit icons with the 
various games is so impressively done. 


Character models look badass from a 
distance, but in shots where the char- 
acters are expanded upon STILL in 
8-bit graphics, it’s nice to see some true 
work being put into enlarging these 
characters. You can't help but stop to 
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look at some of this beautiful coding 
and art done. No doubt, the graph- 
ics can't be beat. The game has pretty 
much zero technicality problems. 
Sometimes it freezes for a second, but 
the main problem is it sometimes to- 
tally wipes out your medal data, and 
this affected me during the TMoFG. 


The medals at first wouldn't load at 
all, but eventually, it loaded back up 
but DIDN'T save. It didn’t affect me so 
much, but you'll have to keep your play- 
time constant | guess, which could be a 
burden if not handled to some people. 


The audio is, of course, another area 
of true nostalgia. If you mess up the 
music, you are in for some hate mall. 
Thankfully, they hit every note (hee hee 
hee, puns). Every classic game track 
is there; the underwater theme from 
Super Mario Bros.; the badass Contra 
opening; and of course the dungeon 
music from the original Legend of Zel- 
da. It's all there, and you WILL be hum- 
ming along... especially if you have 
retro blood in you. There’s not much 
more than this; you love those tunes? 
They are there, and at full force! 


As atotal package, the graphics and au- 
dio have barely any flaws besides some 
technical issues that will only affect 
a select amount of people probably. 
The graphics are beautiful, fun to look 
at, and full of awesome 8-bit icons and 
characters. The audio is essentially THE 
tracks from the 80s, and it couldn't be 
better. With the whole goal ofthe gam- 
ing being an homage to the awesome 


NES, this category requires some ex- 
pectations, and the team behind “Abo- 
bo' Big Adventure” perfectly execute 
what we from the graphics and audio; 
80s 8-Bit AWESOMENESS! 


If you haven't heard about this game, 
you've truly been missing out. If you 
have been hearing about this game left 
and right, it has probably been nothing 
but praise. It's well deserved, believe 
me. The gameplay, for being a flash 
game, it extremely fleshed out and feels 
a lot longer than it probably is. Not only 
that, but the gameplay is varied and 
well controlled while of course having 
that nostalgia too them that makes it 
even more fun to play. 


The graphics, for being 8-bit, look phe- 
nomenal and the audio songs are es- 
sentially THE tracks you need; the songs 
that game you are mimicking uses. The 
game may strain your hands a bit due 
to the simple controls, but | realize that 
this is mainly to bring back nostalgia to 
NES players. And while there are tech- 
nical hiccups with the medal system, it 
probably only hits a select few people. 
This game is definitely a flash game 
that shouldn't be missed... at all... 


9/10: Great 


Thanks for reading this review, | hope 
you enjoyed it, and stay tuned for more 
awesome blogs from the Flaps himself! 
See ya when | see ya! 
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Drake’s Fortune 


Developer: 


Naughty Dog 


Publisher: 
SCEA 


System: 
psa 


Release Date: November 16™, 2012 
ncharted: Drake's Fortune 
U is the adventure of Nathan 
Drake, a somewhat discon- 
nected sibling, following the trail ofthe 
long deceased Sir Francis Drake. Nathan 
and reporter, Elena Fisher starts off by 
opening Sir Francis Drake's weathered 
coffin, which was buried at sea for his 
funeral. But the coffin is entirely empty, 
save for a journal which reveals a map 
in piecemeal form to the Lost City of 
Gold, El Dorado. Drake is the classic em- 
bodiment of Indiana Jones, peppered 
with an appropriately modernized per- 
sona - he's witty, sneaky, adventurous, 
and a risk taker. 





Elena is a reporting journalist intent 
on getting every juicy detail for her 
network to air a big feature on. But be- 
fore any more grave-robbing and witty 
remarks, pirates arrive – the modern 
ones. Then we meet Victor Sullivan - a 
cigar smoking, womanizing, and charis- 
matic but to the point middle-aged fel- 
la (he reminds me of Uncle Buck - 1989). 
Any who, Sully arrives just before any 
more ‘pirates’ arrive, gets everybody 
out of there and so forth. From there, it 
becomes a bit of a rat race as twists of 
forgoing plans and old pasts meet up, 
divide, and reform our main 3 charac- 
ters. It definitely is a more devised plot 
than many video games' stories and 
just as familiar as other films you've also 
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Elena “Come оп, we left those clowns in the dust ages agooOOHMYGODI!!” 


probably seen (Six Days, Seven Nights — 
1998). Instead it's the characterizations, 
Nate, Sullivan, Elena, and dead serious, 
Guns n' Money scoundrel, ‘Eddie’ which 
all have much more human dialogue, 
personalities, and reactions to their 
given situations. Add in a well trotted 
but nicely told plot and you'll want to 
finish Uncharted just to enjoy the ride 
with this story. 


Drake ventures through many island 
sections which consist largely of plat- 
forming and shooting. Platforming 
AKA - jumping like a flying squirrel is 
simple; Nate will always grab a ledge if 





he doesn't land on the actual platform. 
In fact, ledge jumping is his forte as he'll 
often need to jump between cliffs, ex- 
posed ruins, and aged mortar as well 
as wall sling himself using vines and 
even hold his balance across a narrow 
platform. One ofthe problems with Un- 
charted and platforming is it can be dif- 
ficult to path-find your way through the 
environment due to the rich detailing. 
Also, what's climbable and what's just 
foliage is hard to distinguish because 
lots of platforms just don't end up re- 
ally sticking out. This is also so with 
vines, | made a surprising number of 
blind leaps while not knowing the vine 





was there because the thing is so small 
and foliage vines permeate the envi- 
ronments. Others seem to have found 
this too, because it wasn’t uncommon 
for the game to hint me in the right di- 
rection not long after being presented 
a situation (clearly included from play 
tester's actions). 


| find Drake to move alittle like a sack of 
potatoes; he controls fine but it seems 
he'll just roll off a cliff and fall to his 
death if he moves quickly when opting 
to jump at the last moment. | also swear 
there's this slight latency when Drake 
jumps compared to pressing the button 
almost like he gets a hoof from an invis- 
ible person every time he jumps. The 
potato sack also has a bit of pickiness 
with climbing upwards; if he's climbing 
beside 2 or more ledges, it's hard to steer 
his movement and he instead likes to 
move back and forth like an overly se- 
lective person. In actuality, this makes 
perfect sense when you compare him 
to a sack of potatoes because pota- 
toes and sacks both don't have hands. 
None of these problems really hurt 
Donut Drake's adventure more than a 
few needles in the ass; a greater prob- 
lem arises while trying to figure where 
the heck you're being guided to go. 


The shooting is a lot like what we've 
seen in Gears of War - over the shoulder 
third person action. Now, there’s alot to 
talk about in terms of combat, specifi- 
cally the imperfections of its designs, 
but the actual control while shooting is 
pretty decent. The enemy design in this 
game tends to go against the rule of 
thumb. You'll sometimes be swarmed 
at point blank, foes are bullet sponges 
meaning you'll not kill somebody when 
it seemed like you did, and enemies 
love to snipe from out of view (espe- 
cially grenadiers). 


There are also a handful of skidoo 
sections where you have to navigate 
against obstacles, the environment, 
and enemies with a pistol... or a gre- 
nade launcher! It is a good diversion 
but also one of the hardest sections 
because the controls are badly sluggish 
and the Al does NOT like to miss its shot; 
it also seems the easiest section comes 
last. Uncharted does support a good 
sized array of guns; every basic type of 
weapon is available, all feel varied and 
well designed, and pistols, shotguns, 
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smgs, and machine guns all have 1 
other firearm or more. Furthermore, it 
seems Drake himself cannot move as 
easily as his enemies; he has difficulties 
evade rolling around cover as they're 
both mapped to the circle button! 


When shooting becomes frustrating, 
Drake does have other options; he 
could shoot spare gas cans, chuck gre- 
nades, or maybe man a turret. He has 
a small selection of melee moves, but 
it's very dangerous to use around more 
than 2 or 3 foes (I guess it would kind of 
be a bad idea). He can use stealth but 
the Al is very rudimentary; one hit will 
kill an enemy though if they even see a 
sliver of you (while you move in-behind 
cover), everyone sounds the alarm. You 
don't ever really, really need to make 
use of these tactics but they'll at least 
give you some extra choices in strate- 
gies. There’s no doubt that Uncharted 
likes to take the Hollywood route to ac- 
tion scenes; every so often, Drake will 
be running as the ruins he traverses 
crumble and fall a deadly distance right 
below his feet. Escaping from or on a 
plane, jeep, or skidoo just as another 
historical landmark gets blown to king- 
dom come is something that happens 
enough and always presents a pretty 
memorable situation. 


We've seen great looking games try to 
sell us on the PS3's tech before but Un- 
charted seems to be the first game that 
actually pushes to a level of production 
not found on the Xbox 360... at least 
yet. Everything looks stunning and has 


s `w 


a beautiful amount of detailing; but if 
there was anything bad to say, the cam- 
era could use just a bit of a tweaking. 
Some minor detailing like grass also no- 
ticeably snap in during cut scenes and 
textures may at first appear fuzzy. Still, 
itis Naughty Dog's first PS3 release and 
productions for the AAA title needed 
to be pushed a bit to arrive a year after 
the PS3's induction. Now on the sound 
side you obviously get great sound ef- 
fects — some of them are a little distinc- 
tive but most really aren't anything too 
noteworthy. The actors embody their 
characters well; everyone talks like their 
nervous, anxious, or joyfully uncertain, 
or normal selves like regular people 
and it fits each character like a selec- 
tively fitted suit. The music makes lots 
of steady rises in tension, vaguely hint- 
ing at an imminent change of scenery. 
It also fits well with the action through- 
out the story but probably the best is 
the menu theme of the grand adven- 
turing across forgotten lands, finding 
forbidden secrets, and retracing history. 


You can expect Uncharted to wrap up 
in 9-10 hours. The game itself is pretty 
linear with only one ultimate direction, 
maybe somewhat open spaces, but 
also lots of scripted parts intended to 
push you down a path. Most high level 
games like Uncharted aren't designed 
for replayability but are so good that 
they're worth replaying. Uncharted 
doesn't fit this mold well enough; there 
are too many frustrations and familiari- 
ties to really be worth playing again. All 
the cut scenes and chapters to each 





level unlock after play, so there's no real 
good reason to do everything all over 
again. “Oh but TWiSTEDmerc, there's all 
these shiny things to collect,” claims a 
user - and that person would be very 
right about something very small. We 
as gamers do like to collect items; when 
you collect these items, you get a nice 
photo of a shiny treasure but nothing 
else. There are also metals that acti- 
vate when you reach a preset number 
of kills with a weapon, headshot, or 
discover something clearly hidden. It's 
very much a glorified spreadsheet say- 
ing, ‘you did this; ‘you made it to 75% 
completion; or ‘you killed that bastard’ 
Also, neither the metals nor shiny col- 
lectables unlock anything more. So un- 
less you want to go searching for col- 
lectables and valueless metals like a 
magpie, once you're done, you're prob- 
ably finished (save fora little browsing). 


Everything that you'd see in the media 
for this game almost screams it to be 
a blockbuster release. That is because 
all the fantastic things about it can be 
easily seen and heavily resonate with 
most of today's customers. Everything 
it does poorly or more with a lack of 
finesse has to be played and felt out; 
or it has to do with the lack of value, 
including length and replayability. 


Uncharted would be a fantastic rental, 
or purchased at a reduced price; it's not 
quite worth its full value but at the end 
of the day, you want to play this be- 
cause everyone loves a classic adven- 
ture into uncharted territory. ` 











-CONS- 


Absolutely fantastic production Notverylongorespeciallyreplayable. 
values. 
Al can be a prick. 
Features some of the best character- 
izations ever realized in gaming. Can hit some rough path finding 
issues 
Pretty good selection of weapons. 


Some awesome set piece battles. 


Buy) it))Rent ЕЕ —— 
VAS OB UYAT! 
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How could I miss him? When I was with W I remember, he 
= him, I Pelt | always talked about 
p | so Poll of | the Puture and his plans " 
p confidence. after the wan. lle talked Don't you ever 
He was just а about peace like no ! knock the 
Soldier. 006 he was * It's hard to believe Y one else. 
unlike any other Ag Someone like him &, bloody door? 
B Soldier. could be a traitor, | 


"You wanted Have you brought 
to see me? what I asked Por? 


| Yes ма'ам. 


Put in on the table please. 


Have you made sure " Now Step aside, I'll Show W 
no one Polowed you? „ You Something Marvelous. 


Р не, he! I have just Pound 
out I can do some 
tricks. 


[he Legend jo Zelda gE Rey Бу, (оті 1 М ERAS ДШ [1 
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SHNS АТТА NEE ИП, 


What did I tell you? 
That boy who brings the milk 


has taught me this little brick. 


I used it Por the ball the 
other night, it comes in 
handy, doesn't it? _ 


Ey 
E 


I've practiced this one on myself. 


Don't, worry, they return F You cannot talk about 
to normal after a while. bhis with ANYONE. This shall 
be our little secret, 
understood? 


However, 
there is 
something 
else I want to 
ask of you. 
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ЧНЧ ПКА Ө «ИП, 


` We already got dat green crystal thing Prom them kokiri. 
We just need da Zora Sapphire and da Goron ruby 
Impa sayed they 'd get da ruby and we should get 
da other thing. 


, With them three crystal things we'll get da 
Master Sword Por Mr. Link or at least dats wut 
da legend says. 


F Ana I'm comin’ with ‘em ‘cus They need a Zora 
Б. bo make it through da water temple. | 


I^ Mr. Link is very quiet.“ 
$ I hope he really doesn't 
b backstabus. _ 


But I dunno, on second | one Г AShei wanted to come. She Says ' 
| thought Chink ha aint Ab feast Sheth ES with o5. she still can't trust in Mr. Link, 
= _ і "di | Ë 


Hey Mir. Link are ya ok? I got 
why doncha say sumthin’? slapped because 
did sumbhin' bad happen? _ I didn't know 
| Ь when bo Shut UP. 


Theilegend jofrzeldazei/Rey;by,@GomizziNG@ 
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Dis place is 
very creepy now. 


Mr. Link says his 
giriPriend did dat. 


What do | 
You think Ashei? 


It wasn't like 
dat bePore. 


We'll have 


“to leave them horses here 


'cus they can't get across 
da jungle 


F We besser get zu dem tempel 


85 500n 85 possible. Are you 
ready Herr Link? 


I think he is nothing but a 
sad excuse of a soldier. 


I gots abad ` 
‚Peeling ‘bout dis. 





ihalagandefZlleDRa7hyComsxINe Ki 


Das ¡st der water tempel. 


Der road was destroyed 
by den hylian knights. 







Dere's 
sumthin’ 
behind us! y 


ЧНЧ NER Ө = AFT 


Yeah, I know, I was part of that mission. 
Back then I didn't realize there was 
Something that important in there. 
We were just Pollowing orders. 


We just came here to Seal the 
entrance and bomb the road so no 
one could get into the temple. 


v 


- 


What a tool! 
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It's a lot : 
bigger than Hey 
I remember. Ea. 


Mr. Link... 
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Hey hero! Now's the time 
to do Something heroic! 


What do you think 
I'm trying to do? 


ABABAHRRUL 
I could 
use SUM 
help here!!! 


There's no end to these! 


Bad day! 
bad day! 


Now 


: I'M pissed 
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| st everything in order . | 
Fraulein Malon? j I've been better. 


You know, | ” Угаһ, ч " But that’s not what bothers Me. 

I Pind very Th wetendtobe “Y actually I really don't care 
Hylians Show LD à Cheat on You. . 

aPPection. EE, 


ка 


КТ know we'll patch things up. ^ Fon, 1 see, во you I Ріпа das ^ 
But it beats me to stay here want, ZU help him. very admirable. 
Q While he's out there, risking , | Be. E 


his butt again. 


Meanwhile 
I'm Potting 
in this rat hole, 

no offence. _ 


What would you Say iP I tell you 
there ist ein form zu help? 


ou and your pirate Prienas “Y Are you up Pür einen 
could help uns 20 retrieve a adventure Práulein Malon? 4 
. den Goron ruby. | ' | 


Theilegend Л dR (оті: Меһр /сотігіпс'аемапгагісот 
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š `  And...and then 
I can't believe we made it this Par! da giant Ocborok came Ў 
| Out of da sea and 


da Moblins came and | at 05 but ya took 
a kicked 'em oFF | one and threw it back 


da cliPP one by one! . a6 166 ugly Pace 
and blew it sky high! 


“< Вов da most 3 
awesomest part was 
how ya got rid of da 
st alfos army 
| With dat spinning 
|. attach. 4 


so AWESOME! j 


That was da bestest thing I've ever seen. 
| could ya beach me how to do dat? 


ay I remind you that we haben eine mission 
й . 20 complete? we besser geb moving. 
I said А 


well done : CA Aw! can't, we 
| soldier! X AG bake a rest? 
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Der Zora Sapphire lies ahead. 
We mussen Make haste. 


амаа 


This door is lighter bhan I thought. 


.. opened it recently. 


Well, well, well. 
7 look who's here. 


No way! Bu...bub.. 


This i$ a rematch 
p. Ive been killing Por. 


Г Are-you- ` 
READY?! 
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by gl SideSmash 


WHEN O WHEN 
ARE YOU GOING 
TO SOP LNG 
iM THE PAST 21 


L LiKe DWELLING IN THE C'MON... NOSTALGIA 15 
PAST, AND BESIDES, MS So SERIOUSLY UNCOOL | 
CALLED "NOSTALGIA" 


WELL iT DIDN'T 





Content producers. We all know them, and we all have our favorites. Each brings something different to the 
table, and the fact that they give us tons of free content is awesome. | can tell you right now that I've spent 
many, many hours watching someofthe best game reviewers the|nternet has to offer. However, during those 
hours, l've noticed some areas where these producers could improve, which is what this article is all about. 


I'll be looking at three content producers and pointing out where they can improve. Of course, these are 
all suggestions and l'm only trying to help the reviewers and not undermine them. These suggestions are 
based on the fundamental reviews. Also, l'm banning the lack of timing between episodes from being cri- 
tiqued. These people, like the rest of us, have lives and can't always be making videos. 


Other than that obvious omission, everything is up for grabs, including script, speaking and style. Without 
further ado, let's critique the content. 





f there's one thing that you can't 
| deny about James Rolfe’s jug- 

gernaut, it’s that it was a pioneer 
for its time. In a ghost town of retro 
game criticism back in 2006, the Nerd 
came, saw, and conquered and is easily 
one of the most recognizable content 
producers on the Internet. 





Producing over 100 episodes and cur- 
rently working on an adaptation for the 
silver screen, Rolfes gigantic follow- 
ing is wholly justified and continues 
to grow to this very day. In fact, it was 
thanks to the AVGN that | discovered 
ScrewAttack and was exposed to the 
sub-culture of retro gaming. Beginning 
with a bare-bones review of Castleva- 
nia Il: Simon's Quest in 2006 (which 
was recorded in 2004), the Nerd's vid- 
eography is absolutely massive and 
while it has slowed down (as of this 
issue's publication), the sheer amount 
of angry and game-y goodness in 
each episode is still very impressive. 


There's no doubt in my mind that a lot 
ofthe reviewers and content producers 
that I'll be critiquing over the course 
of this series got their inspiration from 
Rolfe. So, what isn't there to like about 
the Fuckin’Nerd? Well, I've always found 
that the scripts rants a little wonky. 


ЧНЧ ПКА Ө ИП, 


The Nerd is famous for his outra- 
geous rants, but over the years, I've 
just found that the rants have gotten 
a little too ridiculous. As I've grown 
over the years, the prospect of hat- 
ing something to an outlandish de- 
gree has somewhat bothered me. 


Hating something and then declaring 
it “the worst thing that mankind has 
ever produced” is going a bit too far, 
in my opinion. | mean, it's a game, it 
hasn't killed anyone, it isn't responsible 
for the world's many problems, and it 
won't leave an evil stamp on society if 
it continues to exist. It's just a game (or 
a movie, or a comic book, you get the 
idea) and this source of humor has re- 
ally waned over the years. | believe that 
this is where the Nerd loses me from 
time to time, and there are plenty of 
times when | sat back in my chair and 
just said, "it's а game, dude!” . 


For example, at the end of his review 
of Mario's Time Machine and Mario is 
Missing! in July of 2009, he proclaimed 
that the games were “horrible abomi- 
nations of space and time that give 
insult to the very fabric of nature itself!" 
He says this only to follow that state- 
ment up with "In other words, they 
suck" Now, I'm fully aware that this 





unbelievable declaration is part of the 
Nerd's character; he's a guy who takes 
games way too seriously and vows re- 
venge against the terrible games of 
long ago. But, taking a step outside of 
my learned biases has there ever been 
an official description of the Angry Vid- 
eo Game Nerd? Sure, James has given 
vague explanations of the Nerd in in- 
terviews but nothing truly concrete 
(unless I’m missing something). With 
that in mind, who can claim what fits 
the Nerd's character and what doesn't 
without a clear-cut citation? And while 
anything the creator of the character 
does as the character can be consid- 
ered part of his character, what can we 
base off of the Nerd that can be consid- 
ered "out of character"? Also, character. 


| guess what l'm trying to get at is a 
question that doesn't have to be an- 
swered as much as it needs to be pon- 
dered. Who is the Angry Video Game 
Nerd? | believe that the best way to 
characterize is through the idea that 
“Actions Define Character; but a little 
definite information never hurt anyone. 
Other than that strange gripe, | don't 
have many problems with the Angry 
Video Game Nerd. | guess the snow- 
flake that starts the avalanche needs to 
be a near-perfect one. 


SGREM ПЕНА NETTE «ШП, 
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et me be the first to say that 
L | LOVE VIDEO GAME HISTORY. 

| love it more than American 
history, world history, and literary his- 
tory (but not more than film history; 
come on, even | have my limits). Some- 
day, | hope to be well acquainted with 
all of the events, disasters, and miracles 
that shaped the industry into what 
it is today. This probably stems from 
my exposure to Retroware TV's show 
The Gaming Historian many years 
ago. It was thanks to Norman Caruso's 
edutainment that | discovered that the 
industry has been through rough times, 
witnessed some surprising creations 
and has even done battle with the film 
industry. And won. 


In contrast to the swear-soaked reviews 
of the Angry Video Game Nerd, The 
Gaming Historian has a level of class 
that is almost unparalleled. Insightful 
and enjoyable, | recommend this show 
to anyone who has ever shown interest 
in exploring the industry outside of the 
actual games. 


That being said, | do have some feed- 
back for Caruso on some problems I've 
seen from the very beginning. For one, 
the script has always felt redundant 
and rudimentary. Perhaps this comes 
from Caruso learning how to be a 






aming 
Historian 












teacher (which requires breaking down 
complex concepts into understandable 
bits) over the course of the shows run, 
but | still find it faulty here. Saying the 
subject of the lesson every time you 
start a paragraph of dialogue is unnec- 
essary. | don't mean he shouldn't say 
the name of the thing he's covering, 
but he says it far too much and makes 
the overall video feel like it was made 
for children. This is especially true with 
his videos about the North American 
Video Game Crash of 1983 and the fall 
of the SEGA Dreamcast. Both of these 


onby Robin Rodin 


videos use a similar structure of list- 
ing the factors that contributed to the 
subject matter's fate, and while that 
may be the biggest reason for repeat- 
ing the names every 30 seconds, | still 
think it could be refined. If you're con- 
fused, go back and watch the episodes 
and count how many times Caruso 
says "The Video Game Crash of 1983.” 
To be fair, this has been addressed in 
more recent episodes, including those 
that focus on the Game Genie or Little 
Samson, so | think it's a problem he's 
aware of and is fixing. Another thing 


MEAT. WES 





that needs some tweaking is the live 
action segments. While Caruso's narra- 
tion is solid, the cuts to him speaking 
directly to the camera feel disjointed. 
I'm not talking about the audio feed- 
back or the lighting; I'm talking about 
his overall tone and posture. A lot of 
the time, he fidgets in his chair while 
speaking to the camera, which is very 
distracting and sometimes takes away 
from the sophistication that the rest 
of the video offers and speaking of 
live action, Caruso also needs to learn 
the basics of acting. No, I’m not say- 


ing that you have to be a good actor in 
order to be a good content producer; 
what | mean is that some of the hu- 
mor he tries to convey is crushed when 
he doesnt show enough emotion. 


The best example | can think of is the 
Halloween 2009 special where he dis- 
cusses the survival horror genre. During 
the video, an 8-bit model of Simon Bel- 
mont frequently confronts him.When 
he tries to show confusion or fright, it 
just comes off as childish and ineffec- 
tive. It's the reason why the special is 


my least favorite episode of the show 
so far. Another example is in his Mega 
Man episode. As he introduces the hor- 
rendous box art, the video cuts to Caru- 
so looking at the art and slowly turning 
his head towards the camera, show- 
ing a surprised reaction. It's too long 
and detracts from the rest of the video. 


And if l'm bringing this up, allow me 
to cover my ass: Back in November 
2008, | made a sort of parody/trib- 
ute video to the Gaming Historian, 
filming myself as “The Gaming Phi- 
losopher" While it was featured on 
ScrewAttack (which was on its third 
version at the time), | got criticized 
for not showing much emotion at all. 


So perhaps this is something that 
comes with the territory. My main 
point is that if Caruso wants to in- 
clude some silly bit in live action, | 
think he should look to his fellow 
content producers for inspiration. If 
he showed just a little bit more emo- 
tion, those live action gags would only 
add to the quality of the overall video. 


Finally, | have one gripe that’s less 
constructive: What happened to the 
opening quotes? For those who aren't 
informed, The Gaming Historian has 
gone through three shifts in aesthetic 
design. The first, which lasted until the 
Kirby episode, began each lesson with 
a quote about history. For me, this real- 
ly set the mood for a more educational 
experience, and | was sad to see it omit- 
ted from later installments. The second 
opened with a beautiful piano piece 
and a montage of Caruso leaving the 
school where he presumably teaches 
to his house. | very much enjoyed this 
calm and soothing opening, but it was 
soon replaced with a shorter and much 
more upbeat intro. | thought that the 
quotes gave interesting perspectives 
to the overall concept of the record- 
ing of human events. Maybe it's just a 
personal thing, but Та like to see the 
quotes make a comeback. 


Once again, I'm not saying that these 
flaws make The Gaming Historian 
unwatchable. This is an amazing se- 
ries that anyone who wants to know 
more about gaming should check out. 
Like with the other producers | cri- 
tique, this is from my perspective and 
| only want to make the videos better. 
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s James Rolfe's popularity ex- 
A ploded, numerous imitators 

materialized on Youtube, 
some irate, some furious, but mostly 
all bad. That is, until someone decided 
to take a spin on this anger-induced 
formula in August of 2007. Instead of 
ripping bad games apart, he gave ex- 
tremely positive reviews of games he 
loved that most gamers hadn't heard of. 


This man was Derek Alexander, and he 
would come to be known around the In- 
ternet as the Happy Video Game Nerd. 
As opposed to imitating the formula 
and passing himself off as just "taking 
inspiration" from the Nerd, he went 
all out, copying some skits right from 
Rolfe's show, but with a much happier 
tone. And to make sure that he was giv- 
ing credit, he listed Rolfe and Kyle Jus- 
tin (who performed the AVGN's theme 
song) in the credits of each episode. 


Out of all the copycats and parrots, the 
Happy Video Game Nerd stands head 
and shoulders above the competi- 
tion and is one of the best parodies on 
the Internet. If you haven't noticed by 
now, I'm a HUGE fan of the HVGN, and 
| simply cannot recommend his work 
enough. The reviews are fair, well writ- 
ten, and the videos are very well made. 
While Alexander is one of my absolute 


favorite content producers, | can't deny 
that there's something very fishy about 
some of the stuff he says. In fact, I'd go 
as far as to say that it was because of 
the HVGN's minor-but-noticeable flaws 
that | started writing the article you 
are reading at this very moment. Now 
THAT'S Meta. But these minor flaws are 
also very fundamental. It's not about 
the lack of information, the live action 
skits or the amount of emotion put into 
the narration. There are problems with 





the writing itself, which is extremely 
dangerous for a video game reviewer. 
If the writing were bad, Га tell you to 
make it better; if the writing were re- 
dundant, I'd tell you to go get a thesau- 
rus. But those are "what if" scenarios, 
and Alexander's writing is excellent and 
fresh. 


These problems can be traced back to 
the overall goal of the show, and I think 
they absolutely have to be addressed. 
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My first criticism has to do with con- 
sistency. When making a show about 
good games, you are also indirectly 
recommending the viewer to go play 
the game you think is so good (unless 
you outright announce that you don't 
recommend it). Personally, | can tell you 
that I've downloaded and hunted down 
many games that the Happy Nerd has 
recommended. In fact, the DuckTales 
review | wrote a while back wouldn't 
have happened if | wasn't exposed to 
the game's existence from the Happy 
Мега December 2008 review. | down- 
loaded StarTropics on the Wii’s Virtual 
Console (and Zoda's Revenge, which | 
liked) and it stands as my favorite NES 
game. | even downloaded Final Fanta- 
sy: Mystic Quest even though Alexan- 
der was making a point that he liked a 
game that was technically sub-par. And 
finally, | was exposed to the majestic 
Earthbound thanks to his phenomenal 
February 2009 video. Most of my expo- 
sure to retro games was because of the 
Happy Video Game Nerd pushing me in 
the right direction. 


Now, I'm not saying | don't rely exclu- 
sively on Alexander's reviews for my 
retro gaming pleasure but | am say- 
ing that | always enjoy the games he 
recommends. But | started to notice 
something with the games he has been 
recommending lately. An example of 
this would be in his Sparkster/Rocket 
Knight review. Over the course of the 
video, he notes that there isn't a single 
bad game in the Sparkster series, and is 
one of the most consistent franchises 
ever. He then proceeds to critique the 
Genesis version of Sparkster (it's a long 
story, go watch the video) and calls it 
“probably the weakest in the series.” 


Okay, I'm fine with that. It's a little 
confusing, but | get the idea: Genesis 
Sparkster is the weakest in the series, 
but it's still really good. Awesome. 
Nothing strange about that. However, 
when Alexander goes on to talk about 
how awesome the fights with the pro- 
tagonist's foil nemesis, Axel Gear, are, 
he mentions that you fight this dude 
in both versions of Sparkster and in 
the original Rocket Knight Adventures, 
and they're always really fun. He then 
proceeds to contradict himself with 
one sentence: “It's worth struggling 
through Genesis Sparkster just for that 
fight with Axel Gear at the end.” 
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Now, | don't know the scientific mea- 
surements of quality in words, but 
when | think about"struggling” through 
a game, | think of having an unenjoy- 
able experience. But didn't Alexander 
say that no game in the franchise is 
bad? This is the definition of dodgy 
writing. He's sending us mixed mes- 
sages with the script and it's not fully 
clear what he thinks of the games. And 
this isn't the only time he's done this; 
Mega Man 10 has gone from "must- 
download" to "still sucking" Why are 
these judgments so inconsistent? Why 
not stick to what you said before? This 
is something that must be addressed 
because Alexander will confuse 
more fans if he continues to do this. 





My other problem is much more infu- 
riating, and it can be cited to one sen- 
tence in his review of many Capcom 
Disney titles. On the subject of the 
Magical Quest series (which drove me 
crazy back in the day), he confesses that 
“[his] opinion would be different If [he 
had] played these games as a kid, but 
because [he has] no nostalgic connec- 
tion to these games, [he has] to be criti- 
cal and honest; [the games] really don't 
impress [him] much” Think about what 
he's saying for a second. He tells the 
viewer that because he has по nostalgic 
connection to the Magical Quest series, 
he has to be honest. Here's my problem 
with that: Don't you have to be honest 
ALL THE DAMN TIME?! Don't you have 
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to take off the rose-colored glasses 
whenever you're reviewing something? 
Would he givea much more positive re- 
view if he grew up with these games? | 
guess so, but shouldn't you always be 
critical and honest of everything? Am | 
missing something here? 


My argument is that Alexander's cred- 
ibility is completely thrown into ques- 
tion with this statement. Did you praise 
StarTropics, Metal Storm, Journey to 
Silius, and others because you grew 
up with them? Would you have given 
a much different review if you hadn't? 
Honesty should never take a back seat 
to nostalgia. | didn't praise Super Mario 
3D Land, Pokémon Black and White Ver- 
sions and Sonic Generations because | 
grew up with the franchises; | praised 
them because they were good games! 


And this isn't the only time he's done 
this, just look at his review of Mega Man 
9 and its sequel, Mega Man 10! In his 
review of 9 he essentially scolds those 
who point out the flaws because of how 
grateful he is to Capcom for bringing 
the series back to its 8-bit roots. While 
| find that questionable, that’s not the 
worst part. In the conclusion to his re- 
view of 10 (which he heavily critiqued), 
he takes the time to defend himself 
against such contradictory reviews; his 
defense is that “a lot has changed since 
Mega Man 9 was announced in the 
Spring of 2008,” citing numerous other 
reboots and remakes. He also notes that 


SCREM НАН ИП, 


if he had to, he would word things dif- 
ferently in his Mega Man 9 review but 
not change his overall opinion. | would 
be okay with this if not for one question 
| had: If Mega Man 10 and Mega Man 
9 were switched (as in 10 would be- 
come 9 and vice versa), would he praise 
the living hell out of 10 and critique 
9? | honestly think so. If his argument 
against criticism of 9 is that the fact 
that Capcom did this in the first place 
and we should be grateful anyway, 
what would change if it was the same 
stuff in 10, just with a “9” slapped on it? 


My main point is this: Nostalgia should 
never become the ink of your opinion- 
ated pen. As someone who enjoyed 
both Mega Man 9 and 10 based on 
quality alone and not fuelled by the red 
glasses, these reviews come off as con- 
tradictory. Does that mean that both 
reviews are null and void? | think so, 
but that shouldn't mean that Alexander 
should be shunned and not taken seri- 
ously. If he wants to prove that he loves 
Mega Man 9 based on the merits of the 
game alone and not the idea, | say go 
for it (though I think he's too busy to go 


back now). 
p Normally I'm not one for nit- 
picking much of anything, 
but today | contradicted myself. If | 
sounded like a bitchy fanboy, | apolo- 
gize for the article. This is something 
I've wanted to do for a long time now 


hew. That was pretty tough. 





and I'm certainly not doing it to rile 
up the fans; these are my thoughts on 
shows that are otherwise excellent. If 
you haven't checked out one or more of 
these shows, give them a shot. | think 
you'll enjoy what you see. Obviously 
there are a lot of content producers out 
there that I'm going to address at one 
point or another. The Game Overthink- 
er, Classic Game Room HD, 16-Bit Gems, 
and many more will be put under the 
microscope and given feedback from 
me, someone who spends way too 
much time watching their shows. Also, 
if you have any suggestions for a con- 
tent producer | should critique, put it in 
the comments section. Before we end 
this installment, | want to reach out to 
James, Norman, and Derek for a second: 


Guys, please don't think that I'm rag- 
ging on your videos and being nitpicky 
because | want to piss off you and your 
fans. As I've said before, | LOVE YOUR 
SHOWS. They are magnificent shows, 
no doubt. But no football player has 
ever been told by a coach, teammate 
or fan in the bleachers that they're do- 
ing a perfect job. All I'm trying to do is 
help, and that's all | ever will do. Keep 
doin' what you guys are doin'; just take 
my suggestions into consideration. We 
cool? We cool. 


Thanks for reading and expect another 
three content producers up for analysis 
next issue. This is your friendly editor 
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Where I was when | started: 


When | submitted my resume to Craig, | was 
looking to filla female hostess position that was 
posted at my local college. | was excited because 
at the moment, | was just working aretailjob and 
going to school part time (although | had meant 
to be full time). | got an email back in just a few 
days. Craig delivered the bad news that current- 
ly that position was filled, but there was an inter 
position that was open. It wasn't what | wanted 
but it sounded like a start. | needed to fill up my 
schedule for the spring, summer and fall of 2012 
because I| was going to bealoneforthe most part. 


He warned me in the email that being an intern 
wasn't going to be fun, nor was | going to be 
taking an easy route. He was confirming what 
I already know about interning just about any- 
where. Interns do not get much respect, no mat- 
ter what company you work for. 


Getting to the HQ: 


My school informed me that | was not going to 
be able to get credit for this internship because 
I lacked a senior status in the college, although 
| was only 4 credit hours short. | began work at 
ScrewAttack soon after that because there was 
no paperworkthat camealong with my free labor. 


Off the bat, | was put to work looking for Hot 
Around the Web clips. Since | am an internet 
junkie, this was going to be easy, or so I thought. 
| had to find new and specific videos that the 
915 were going to enjoy. This was fine. What a 
life. An intern that spends her day fishing the 
internet for interesting videos. When | began 
work, Skyrim had just been released so the inter- 
net was flooded with Skyrim related videos. To 
be honest, it kind of made looking a little harder. 
Soon after | started, the crew informed me that 
another intern had been hired. | suddenly felt a 
sense of competition rising in me. | wanted to be 
a good intern, better than whoever was hired. 


Working together: 


Despite this competitive feeling, | had to work 
together with my new colleague: Shawntern. 
For the most part, we were separated by our 
different work. That is when Craig came to me 
with this crazy idea of making a wall. After thirty 
minutes of brainstorming, we had made this in- 
sane idea with a deadline. Work began as soon 
as materials could be bought, but | was only one 
woman and this was a 10 character project. 


I was very thankful that Shawn came to help. The 
amount of painting alone is enough to make 
an artist faint. We got done just in time for the 
marathon thank god. Ever since, we have pretty 
much gone back to picking on each other play- 
fully and working in different places. 


The Crew: 


Remember the part about no intern gets re- 
spect? Well that's true, but it's not personal. It's 
fun to pick on the new guys, especially if they 
aren't getting paid. | spent most of my days 
in the front room (because that was the only 
place I could get a lot of room to work my 8 foot 
board). There | met Sam and Chad. | did get to 
know a lot about them because | like to make 
conversation while | work. Sam did give me a 
few licks here and there but you got to learn to 
take it in stride. 


Jared has never really gone out of his way to 
make fun of me. | set myself up a lot of times. 
He's a pretty funny guy sometimes. 


Lauren and Sean are pretty awesome. They are 
both funny together and have a good time. Lau- 
ren and Jared are hilarious to have in a room 
because they are always picking on each other. 


Bryan is mostly busy doing something or an- 
other but for the most part is a pretty cool guy. 
He gets his quips in when he can. Ben ended up 
sharing a class with me so | got to experience 
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the world of western film with him. He's a pret- 
ty cool guy and for the most part sticks to his 
Death Battle stuff. 


Nick is always doing something silly. | think he 
has some real skill editing wise and it definite- 
ly going places. | look forward to every Friday 
when we have to crank out a Clip of the Week. 


Craig is always working. He makes sure everyone 
is doing something. Although stern sometimes, 
you can tell he really cares about ScrewAttack, 
the g1's and the people who work for him. 





Why I'm here: 


The showsthat ScrewAttack produces are one of 
my interests. | love making videos and editing. 
Although I'm pretty green in the field, | still want 
to learn. I'm currently going to school for this 
and | would love to get my hands on a project 
to complete for the site. Currently | am working 
for something that will eventually go up on the 
site but it is going to be a learning experience 
for me.| am not familiar with Final Cut and Macs 
don't like me. | hope to stay here as long as I сап 
and get some work experience before | com- 
plete my college degree. 


Ups and Downs: 


No job is complete with the elevator joyride. 
There are days | leave the HQ with my head high, 
proud of my work. Other days I shuffle out feel- 
ing like an outsider with not a shred of respect 
in my hands. | keep coming back though. І have 
a passion for film and videogames. | would pick 
this place over my current employment any day. 


That's it for now. | hope to share more stories 
with you guys as we move on with the year. You 
can catch me chatting on Screwing around oc- 
casionally and sometimes you may even hear 
my disembodied voice from the intern closet. 
One of these days, I'm going to climb into the 
ceiling tiles and be free of this closet! R 
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ack when it launched, it sort of came out of the 
B blue. Right then and there, it grew and grew 

until it became something special. Something 
that held value. But soon, it was taken away from us... 
But don't worry, it's coming back!..Maybe. This anima- 
tion block holds sentimental value to me and so many, 
so here's the story from history’s perspective and mine. 
We've all been victims to the hands of nostalgia, right? 
Sometimes, you have this painful memory that won't 
leave, but you don't want to let go. Have you ever had 
that feeling? Time has been known to make us the gui- 
nea pigs of an experiment known only as “Love and loss”. 


Toonami’ true beginning was with an action block known 
as the Super Adventure block, which later became Power 
Zone. Mike Lazzo, a producer from Cartoon Network tas- 
ked Sean Akins and Jason DeMarco with creating a sleeker 
(and possibly permanent) action block that would hold ani- 
mation much more recent than their previous two blocks. 
The got duo got to work for 8-10 months. After doing so, 
they were now tasked with creating a memorable name, 
but there was one catch: It couldn't have the word “toon” 
in it. Despite that rule, “Toonami” ended up in the list of 
possible names for the block. Akin and DeMarco brought 
them the list, and immediately, Lazzo chose Toonami, des- 
pite the rule he imposed. 


Toonami was a radical change-up from its predecessors. 
First, most of those “timeless” shows from Fleisher and 
Hanna-Barbara were slowly dumped. Second, anime such 
as “Dragon Ball” and “Sailor Moon” were run and further 
popularized, and intelligent, edgy, and contemporary 
cartoons such as “Batman: The Animated Series” and “The 
Power Puff Girls” were shown. Third, we were treated by 
a cool CGI host known as Moltar who often appeared in 
bumpers showing how badass he was and how bitchin’ he 
ran the place. Fourth, older kids who had a desire to watch 
animation away from the Nick/CN silliness had something 
to watch. Fifth, Toonami had a host unlike most blocks, 
with Moltar (of the Space Ghost franchise) being that host. 
Quite nice, but it only got better. 


Two years later, Toonami was further revamped, and to 
most people, this is where ittruly began; this when people 
truly started watching. 


The Dragon Ball series was picking up steam, the focus grew 
increasingly on anime, and probably the most significant 
thingthatcame outofthisso-calledimprovementwasashort 
Bomberman-looking robot from outer space named T.O.M. 
(Toonami Operations Module), who became the face of Too- 
nami, the big force to bring everyone to our beloved show. 
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.O.M (voiced by Sonny Strait) 
ў replaced Moltar as Toonami's 
"MW. custodian and took world- 
wide broadcasting duties soon after 
+ Moltar saw Т.О.М5 action in the online 
comic, “The Swarm”. T.O.M. could be 
described as a-sardonic, wisecracking 
robot, frequently throwing out one- 
liners and, like Moltar, give sage advice 
to viewers about тё! issues like bra- 
very and standing up for what's right. 
Infrequently, he'll pass along game re- 
views, people interviews, and other va- 
rious commentaries. 


He was created after Akin and DeMarco 
wanted ahostthatwas more likable and 
cooler than the previous host Moltar. 
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A mascot-like entity with 
a cool personality. After 
designing T.O.M., they 
sought a voice, with Son- 
ny Strait taking the role 
thanks to his young, laid 
back sounding voice, 
and of course, his role as 
Krillin from Dragon Ball. 


“So its a brand new 
Toonami, but the mis- 
sion objectives remain 


the same. My name is 
T.O.M. I'm the new Moltar. 


Welcome aboard the 
Ghost Planet Space Ship 
Absolution, Cartoon 
Network's first and only 
interstellar broadcast and 
exploration vehicle. I'll give you the 
tour later. From this day forward she is 
completely responsible for all Toona- 
mi transmissions. l'm taking’ you guys 
into the new millennium! 


No big changes now, same show, 
same attitude; new place to do it, new 
guy to do it with. I'm not going to was- 
te any more time, let's get back into it. 
Later.”-T.O.M/s first speech. 


| remember the first time | watched 
Toonami; | was a little, plucky but stub- 
born kid who wasted hours on the old 
N64andhadastrong love for cartoons 
(I didn't like live-action shows when | 
was little. | only watched animation. 














I thought live-action shows were “caca” 
when | was little). It was Friday night, 
my dad got home, and he brought 
some pizza over for my family to eat. | 
picked up a slice, sat with my dad on 
the couch, and | asked him to look for 
some cartoons to watch on the televi- 
sion, and of course, he flipped around 
for a cartoon forthe both of us to watch. 


After digging through crap (and live- 
action), he came across a colorful loo- 
king cartoon with lots of action. | saw 
a little monkey tailed boy in an orange 
suit fighting in a tournament with lots 
of tough looking dudes and needless 
to say, | was hooked. 


When the credits rolled, | was kind of 
sad, but when | saw a little robot dude 
showing off more coolshows,l dropped 
all the crud from my mind and | wan- 
ted to watch more. Every day Toonami 
ran, | wouldn't miss that shit (Unless 
they were the midnight runs on Satur- 
day). | was an instant fan upon my first 
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viewing, and so were fans before and fest they further streamlined 


93 






after me. Starting in September 2000, Toonami to compliment his new look ` 


Tobnami broadcast a “Total Immersion 
Event” which was a mini-series known 
as The Intruder on its website and block 


and headquarters. New assortments of ` 
action and anime shows like Samurai 
Jack and Justice League began to air. 


in which fans could decide the outco- `` 


me of the event. It introduced T.O.M/s 


Another major addition was TOM's new 


new companion, S.A.R.A., but unfor- companion SARA (added merely be- 
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tunately, fans decided. they want 
T.O.M. Dead...But the two anticipated it, 
and they decided to make use of this. 


So after-T.O.M. died, what did we get? A 
reborn version of T.O.M that was taller 
and sleeker than the original (He was 
now voiced by Steven Blum from this 
point on for his deeper sounding voice, 
and he briefly called himself T.O.M. 2.0): 


Viewers also go to vote for T.O.M/s new 
ship after it got ruined somewhere in 
the events. This era ended up beco- 
ming the most famous era in Toonami's 
history. According to DeMarco, T.O.M 
death was a perfect way to revamp the 
entire block. Deciding to have another 


cause a punk rock band had two band 


members named Tom and Sarah who 
were close), who helped run Toonami 
as the ship's Al, and things could only 
get better...Except for the loss of the 
Midnight Run, which was replaced by 
Adult Swim, which focused more on su- 
rreal comedy and some anime. 


In this era, everybody who was anybo- 
dy | knew what Toonami was and had 
already caught a hold of it. Where else 
were we going to watch Dragon Ball 
Z? Where else was anybody going to 
watch Justice League? How about Yu 
Yu Hakusho? Nickelodeon wasn't going 
to run any of that. It was all Spongebob 
this and Spongebob that over there! 
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By the end of this era, we got at 
three TIE events, the last one |еа- 
ding to another era of Toonami. In 
the September 2001 event Loc- 
kdown, Tom demonstrated -his 
ability to keep the Absolution up 
and running by single handedly 
getting the ship's nuclear reactor 
and conduit systems back online. 


In the September 2002 event Trap- 
ped in Hyperspace, TOM again took 
on the role of Absolution's defen- 
der when the ship became infected 
with a virus shortly after entering 
hyperspace. TOM was able to get 
the ships essential operation sys- 
tems back online before crashing 
into Earth, and ultimately saved 


S.A.R.A. from the virus, earning TOM 
. amoment of affection from S.A.R.A. 


TOM 2 met his end in March 2003 
in the online comic Endgame. Af- 
ter a space pirate named Orcelot 
Rex kidnapped SARA, TOM tried to 
rescue her, only to be destroyed in 
the battle and discarded in a trash 
dump. There, a group of fairly aliens 
repaired and enhanced his design 
into TOM 3 (much more muscular 
but still voiced by Steve Blum) de- 
feat Rex and save SARA, which he 
managed to accomplish. The same 
alien race under Rex‘ terror thanked 
him by enhancing his ship as well, 
leading to another Toonami revamp. 


The line-up of. shows impro- 
ved, the CG from the bumpers 
wasn't so cheap looking anymo- 
re and had a more cinematic feel, 
and shows were censored much 
less... But unfortunately, Toonami 
would no longer run on weekdays. 


Their entire block was moved from 
every weekday to every Saturday 
after the CN execs worried that pa- 
rents would catch ahold ofToonami's 
excessive violence. A lighter-hearted 
action block known as Miguzi later 
replaced this weekday version of 
Toonami. 


This block was themed around Erin, 
a girl who finds refuge within the 
confines of a strange spaceship that 
istrapped underwater and inhabited 
by aquatic creatures. Not surprisin- 
gly, this lighter-toned action block 

















cers of late- en чы | 
Adult Swim and Toonami. The ¢ 
reception of the block was’ mi 
thought it was okay, but that 
People thought of it as Toonamis ki 


der brothér, but wasn't as good as her 


inspiration. Apparently, Totally Spies 
just wasn't up to Yu Yu Hakusho (Code 
- Lyoko was fine). Although many found 
it a bummer that we would only get 
one Toonami a week, the weekday ver- 


sion of Toonami only aired one hour of ` 
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ad Shows. And hey, there was no 


school on weekends, so | stayed up un-.. 


til | a out to sleep. 


This. as the era of Toonami | remem- 
bered most fondly, as it was truly a. 
staple on the network at-this point. If 


| stayed at a friend's or cousin's place 

for the weekend, you better b@lieved 
we watched this! So awesome...And 
Bobobo-bo Bo-bobo, Naruto, and One 
Piece were just starting to make their 
mark! Other than that, Toonami. aired 
anime or action flicks such as movies 
from Hayao Miyazaki or Tim Burton's 
Batman. In 2007, the next version of 
Toonami came out. The 4th version 
of T.O.M. was certainly a controversial 
beast. No longer the sexy droid we saw 
in the previous iterations, he had wide 
eyes, a small body, and stubby legs. 


The creators wanted an or- 
. ganic face for TOM, but a 
bad ass robot such as he ` 
only needed words and ac- ` 

tions to be a badass. This ite- ` 
ration of T.O.M was lame... 
Well, at least he was friendly. — 


This newer version of Toonami 

would go on in infamy in the 
hearts of the fans. T.O.M/s new 
look was a step back, S.A.R.A 
disappeared, and the Absolu- 
tion was dumped for an alien 
jungle environment...And we 
were never given a backstory 
or a Total Immersion Event... 


T.O.M was given sidekicks 
Flash (a perky robot who oc- 
casionally reviews) and T (a 
wider robot who had a deep, 
gravelly voice and a sardonic 
attitude reminiscent of Mol- 
tar, who also performed the 
duties of manning the con- 
-trols.). They were given a mi- 
xed reception as well. In this 
era, viewers started to leave. 
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Not many new shows were airing besides filler episodes of Na- 
rutooran episode of Ben 10.The block was cutfrom 5 hours to 
2 before the lack of ratings and shows killed it. After.11 whole 
years, Cartoon Network’slongest-livedblockfinallybitthe dust. 


| was almost left in tears when | saw this... This version of Too- ' 


nami was lame, but having a Toonami was better than ha- 
ving no Toonami at all. Many of my friends and family asked 
what the hell happened. to Toonami and if it’s ever coming 
back, but | couldn't give them a conclusive answer as to 
what happened. After the outcry of Toonami's death, every- 


“Well, this is the end, 
beautiful friends. After 
more than eleven years, 
this is Toonamis final 
broadcast. It’s been ar lot 
of fun. Wed likeito thank 
each and еуегу one’ of, 
you who madefthis jour- 
ney with us. оопаті 
wouldnit have been an- 
ything without, you: Ho- 
pefully weve left you with 
some good memories: So, 
until we meet:againzstay 
gold. Bang: 


ТОМ supposed final/speech 


You’ сап) find оп YouTuberand 
other Video sites the fulllending 
toToonamissilast.transmission: 


http//bitly/IBDhK 





body moved on until Cartoon Network started airing live- 
action television and action blocks that lacked any essence. 


CNwentdownhillfromhere, andtheonlyrealshowsworthwat- 
chinganymorewereAdventureTimeand Regular Show 3 years 
later. Cartoon Network is still being panned rightuptothisday 
for all its decisions right after its Boston Bomb Scare incident. 


It was truly the end of great era...One that made many child- 


hoods...One that should've still been making more...it was all 
just a distant memory...Or so we thought... 





m 

E Years Lat ЕГ... 

n the timespan of Toonami’ death,- ‚many petition® 
+ d and fan websites trying to recreate the simulation 
a (such as NeoToonami and Toonami Aftermath) were 
created. Nothing could fill the void at this .point besides 
Adult Swim, Regular Show and Adventure Time.... April 1st of 
2012 became a special or supposedly special day... But let's 
go back to 2009... 


à 





In April 1st of 2009, Adult Swim aired the TN panned 
(and hilarious) film, The Room. After being aired in 2010 and 
2011 it became a sort of tradition for Adult Swim to air this 
shit stain (of comedy gold) annually. 2012 arrived, and we 
pretty much anticipated more of Tomi m \ MESE — 
piece of diarrhea and maybe some т 
But then midnight hit... and | jizzed г 









Adult Swim, right on their eie 
#Toonami 


Toonami was back on TV! And пуз. orm! ‘uC 

| jumped around like the 7-year old boy | used to be, and this 
soft, warm feeling bubbled in my stomach. Along with some 
Bleach, Toonami classics like Dragon Ball Z and Yu Yu Hakus- 
ho aired, and T.O.M had recorded new promos and bumpers 
- including a review of Mass Effect 3! Holy shit! The Internet, 
especially Twitter, went nuts that night. Apparently. —“ 
dy “Stayed gold” as T.O.M. had intended! 


For the rest of night, | stayed up until the block ended (a very 
hard thing to do as | often tried “resting my eyes" during com- 
mercial breaks). In that time span, | was at one with my inner 
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child. `A lot of people were. The next morning, Steven Blum 


(Т.О.М% voice actor) went crazy on Toonami posts on his Fa- ` 


cebook, citing his excitement on Toonami's possible perma- 
nent return. March prior, he did spill rumors focusing on Too- 
nami, but it wasn't till the April Fools prank that we learned 
what he truly meant. This was one of Steve's posts. 


"For the record, Wikipedia, | did NOT say it's here to stay. ...But 
| sure hope so. Let em know you want it, people. Late. End 
Transmission. XO T.O.M.”-Steve Blum on his Facebook ac- 
count. 


Later that same day, Adult Swim’s twitter account treated us 
with this: 


Want it back? Let us know. #BringBackToonami LÀ 


For the 2nd day in the row, the Twitter-verse turned into a 
crazy bitch. Many tweeted the hash tag “#BringBackToona- 
mi" until it became a World Wide trend! But that wasn't the 
end...No, по, no, no, no, no! We then got this tidbit: 


#BringBackToonami We've heard you. Thank you for your 
passion and interest - an tuned. 


So what's — For now, all we can do is wait for the string 
of delicious news. goodness. Many skeptics think that 
Toonami's return is a long shot; others feel that Toonami's re- 
turn is imminent. Whether Toonami will come back is still a 


great matter of debate, we can only hope for the best. Please - 


hope that the dream will еа reality again.. 0 gold. B. 
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Buzz Lightyear 
to the Rescue! 








REVIEW 


by gl TWISTEDmerc 
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Let's shine the light of truth onto one of Pixar’s classic movie to game adaptations, Toy Story 
2; is it any better than any of the other tie-in floppers? 


BUZZ LIGHTYEAR COMES THROUGH 
nd so today’s review turns 
out to be the video game 


A adaptation of high quality 
animation that is Toy Story 2. How does 
it hold out? Well, most movie tie-in 
games have a tendency of sinking like 
a rock in terms of quality but do quite 
well sales-wise; turns out Toy Story 2 
is a little different.Cowboy caricature 
Woody gets taken away by a greedy 
collector as Woody is rare collectable 


and certain businessmen are willing 
the give up the benjamins for him. 


But in his true owner's mind (Andy), he 
is a family Toy that was never meant to 
be sold. Every toy, doll, board game, 
and action figure in the toy box tries to 
concocta plan to get him back; but one 
toy leads a voyage beyond their own 
home to get Woody back; Buzz Light- 


year. Buzz is a Space Ranger and feels 
great contempt to save Woody, espe- 
cially when Woody saved Buzz in the 
original film. 


Now, because Toy Story 2 is an action / 
platformer game, it doesn't focus much 
on the real emotion or underlying 
meanings; it uses clips from the movie 
to base the levels around. It's a bit of a 
mishmash of storytelling that does tell 
the story in a very abridged manner; 
you won't exactly get the full picture 
unless you watch the feature film. 


Most levels take a small segment of 
story and expand it into a full 3D en- 
vironment; this includes Andy's house, 
Al's toy barn, the elevator shaft, and so 
forth. And in each of these levels, you 
have 5 tokens to collect and each is in- 
tent on providing you with a different 
type of challenge to reach that reward: 


One has you searching a level to find 50 
coins, which you must return to Hamm 
for a token. 


Another has you defeating the boss for 
a level; these bosses pretty much at- 
tack, attack, attack, while you exploit 
their obvious weakness. They're really 
basic; but there are other 'boss stages' 
that set the scene for a decently chal- 
lenging and enjoyable fight. 


Then you have time trials where you 
have either 30 seconds to find a handful 
of thingies (dog bones, underwear, IDK) 
or you're competing in a simple race. 


Puzzles also appear and are definitely 
the most creative; they place emphasis 
on practical thinking including basic 
physics, color combining, and match- 
ing objects. It sounds simple, but each 
presents a simple and unique situation 





that might brain you for a moment or 
so. Lastly, there is what I'll call search 
and rescue missions. The gist is there 
are 5 toys belonging to someone and 
it's your job to find them, collect them, 
return them, and snatch ups your token 
(its really simple). 


As long as you collect a token in each 
level, the game is fine with letting you 
go on; but eventually, you'll need more 
tokens to progress. A problem | have is 
that the only side activity that doesn't 
start to feel like a grind after a while 
is the puzzles (and races to an extent); 
everything else is just playing dress-up 
and rewords the same thing. 


To add їо this are the toys that brought 
the films to life. You'll see a wide assort- 
ment of characters giving you a quest; 
but there are 2 in particular to focus on: 
Mr. Potato Head and Rex, the Dinosaur. 
Every so often, Mr. Potato head will lose 
part of himself in the level and obvious- 
ly, he'll task you with finding it. l'm not 
sure how he could've got so far away 
from his foot when he lost it (or even 








realize it) but I'll forgive the logic in this 
case. He adds an extra of layer to the 
gameplay; retrieving his... body parts 
offers additional tools and gadgets, get- 
ting Buzz where he couldn't before or 
defeating felons that were beyond him. 
They are optional so kids won't be con- 
strained, but give the game something 
more and sometimes makes revisiting a 
level essential for accomplishment. Rex 
is around to just give Buzz a briefing 
about who is where and what needs to 
be done for their token. Sounds simple, 
but with all the fetching and steady 
increase of larger, more multi-level de- 
signs, Rex helps gamers keep track of 
the entire hullabaloo. Here's a situation: 


Mr. Potato head lost his eye, Hams 
keeps asking for his coins, RC car wants 
to race, an evil robot wants to fry Buzz’ 
batteries, the cat can't find its way back 
in the house, and Frank in accounting 
needs his spreadsheets! If you're a kid 
(which | suspect is this games majority 
audience), you aren't going to remem- 
ber all that. Even | was wondering who 
needed what at points as all | would do 
was collect things un- 
til | found somebody. 


Buzz is decently pre- 
pared for what he 


faces; he's armed 
with his laser beam, 
spin attack, and 


each of these can be 
charged up. He also 
has a jumping stomp 
that proves handy 
for physical obstacles 
but not enemies. 
Speaking of which, 
enemy toys - they all 
run around like sen- 
tries and they each 
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have some sort of attribute. One might 
jump, another will shoot swarm shots 
or lasers, some swarm you, and one 
can block your laser. You get fodder en- 
emies that don't stay in your way too 
much or little. Traversing the levels is 
enjoyable; you'll get to climb, swing, 
jump, perform bouncing jumps, all 
whilst observing your surroundings. 
What makes that fun is the strength in 
the controls themselves and very con- 
siderate placements. 


You'll get a safe-way route if you get 
high enough (like an extended rope to 
the bottom) if you made it so far and 
fell off. | can also assure you that going 
the extra mile up that giant tree or el- 
evator shaft will always reward you for 
your efforts with everything there is to 
collect. It should be noted though that 
the camera is troubled; regardless of ei- 
ther mode you use it in, the camera re- 
mains slow to autocorrect and sluggish 
to manually reorient. This can provide 
tricky viewing angles and make judg- 
ing jumps quite difficult at points. 


In terms of presentation, the game 
turns out to be pretty darn good; the 
menus are clear and somewhat lively, 
and the cinematic clips are converted 
quite decently. Models look pretty spot 
on, animate nicely, there's some nice 
effects, and the environments usually 
avoid looking empty. The sound effects 
are distinctive and clear while the toys 
have some extra dialogue to sound nat- 
ural instead of being cut out from the 
film. The music sounds like it belongs 
in the movie; it captures the same feel 
of adventure and danger the toys face 
multiple times. It's even a 10 - 12 hour 
game which means there's more than 
just a rental’s worth here. 


Toy Story 2 is a phenomenal movie, this 
isn't quite as high but in its own catego- 
ry it's way ahead. It definitely comple- 
ments the experience nicely even if it 
has asimple focus anda stupid camera. 
At the end of the day, so many game 
based movies fall into an abyss of do 
not buy, it’s almost as if there's a giant 
monolith blocking the path and if so, 
this one found a way around it. © 


7.5/10 - GOOD 
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o talk about Sega | must go 

| into detail about one of the 
people behind the compa- 

ny. In 1953 David Rosen (a Korean War 
Veteran, Air Force) travelled to Tokyo 
where he founded Rosen Enterprise. 
Originally the company exported art 
and operated in Japan. Rosen wanted 
to move his company to America, but 
had to keep it in Japan because of fini- 
cal reasons. | can't pinpoint when, 
but Rosen discovered a very intel- 
ligent idea. He noticed that Japan 
required an ID for everything. Only 
problem was that it could take 2 to 
3 days for anyone to have the pho- 
tos taken after paying 250 yen. So 
Rosen came up with a solution. He 
would use Photomat booths to 
take pictures and use those to cre- 
ate IDs. This worked and kept the 
company around. This did eventu- 
ally lead to acompany building in 
America. He also worked out deals 
with the Japanese government to 
have these machines installed all 
over Japan. In 1956 Japan finally 
had a stable enough economy 
for the civilians to have dispos- 
able income. This also meant that 
they had a lot of free time and Rosen 
took advantage of this. He decided to 
import coin-operated machines like 
pinball. It was very successful; so suc- 
cessful that in 1965 Rosen Enterprises 
merged with Service Games to form 
Sega. This makes Sega one of the old- 
est gaming companies in the world. 


SEREWAMIACIOMAGAZINECIAR RI 


The name Sega might Come from Ser- 
vice Games, but Rosen was still CEO 
and was making all the decisions. Un- 
like Rosen Enterprise, Service Games 
had about 6000 manufacturing plants 
around Japan and Rosen used that to 
his advantage. His company started 
making Electronic-Mechanical games 
and exported them to America and Ja- 
pan. Sega's first game was Periscope. 
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» David Rosen, American businessman chief executi- 
ve officer of SEGA in 1965. Retired from the company as 
Chairman in 1984. 


Originally released in 1967, Periscope 
had players operate an Attack-Sub- 
marine that was scanning the seas 
for enemy ships with a Periscope. You 
fired torpedoes and that's really all the 
game had to offer. The game was a hit 
though. This helped to lead Sega into 
the world of arcades and consoles (At- 





ari games) when Rosen sold the com- 
pany to Gulf & Western in 1970. Rosen 
did remain as CEO though. Sega was 
making a new game every year - they 
weren't the best known company at 
the time, but they had hits. Ever played 
Frogger? The game where you play as a 
frog that's trying to cross a highway and 
a pond without getting run over or eat- 
ing by a crock. That was Sega's creation. 
Though they weren't noticed un- 
til Zaxxon was made. Zaxxon was 
the first shoot-em-up ever; it was 
also one of Sega's most successful 
| games ever. It did so well that Sega 
opened a North American divi- 
sion call it Sega Enterprise and re- 
named the Japanese branch Sega 
of Japan. 


1982 was a good year for Sega, it 
made a $214 million profit. In 1983 
Sega developed its first system, 
the SG-1000, it was only released 
in Japan; as such | know little to 
nothing about it. Yes things were 
looking good for Sega; that is un- 
til the Video Game Crash of 1983. 
Leading into the new year, things 
began to look even worse for the 
company. Half of Sega's assets where 
owned by Bally Manufacturing Corp 
while the other half was still trying to 
get bought up. No one knew what 
would happened to the company un- 
til the latter half of 1984 when Rosen 
(Who else?) partnered up with Hayao 
Nakayama, head of CSK, to buy back 
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HISTORY OF SEGA 


by gl Joeshadowman 


What company do you think of when | say the word game’? Do you think of'Milton Bradley; a board 
game company? Then allow me to be more specific. Video games. What do you think of then? Nin- 
tendo? | don't - because the company I think of is the company that does what Nintendon't. Sega. 
| love this company; it introduced me to the world of gaming. Without Sega, | wouldn't even be on 
this site. As such, it deserves my absolute best. Follow me around the gaming world as we take a 
look into the history, games, and personal recollection of беда. 


everything Sega for $38 million. The 
name and location changed again, this 
time being called Sega Enterprises Ltd, 
and operated back in Japan. It was one 
of 3 third party companies that sur- 
vived the crash, the others being Kona- 
mi and Activision. They also made their 
second Japanese console the Mark Ill, 
again | know nothing about this con- 
sole, other than it was a mild success. 
By 1985 Sega was making most 
of its money from Arcades, while 
Nintendo, a rival video game com- 
pany, controlled most of the Japa- 
nese market. 


The following year Sega decided 
to release the Mark Ill to the US 
and called it the “Sega Master Sys- 
tem” like | said before it was only 
a mild success, and did nothing to 
really hurt Nintendo's NES. How- 
ever, in 1987, Sega noticed that 
Nintendo had nothing in the Eu- 
ropean market and took advan- 
tage by selling their console over 
there. This would be one of their 
most valuable markets later. The 
system was also sold in Brazil and 
was the only console sold there up 
until 1999. Phantasy Star was released 
in 1987 as well and was considered 
one of the greatest RPGs ever, but l've 
never played the game because | nev- 
er owned a Master System. Still, even 
with the success of that game Sega just 
couldn't keep up with Nintendo. That's 
when, in 1989, Sega released its 16-Bit 


system, the Sega Genesis. It came with 
2 controllers, a game (Altered Beast) 
and was only $200, it outsold Ninten- 
do's NES. The system even had Phanta- 
sy Star 2! Sadly their success didn't last 
long (again) when in 1990 Nintendo 
released It's 16-bit console the Super 
Nintendo in Japan and in the US the 
following year. It was vastly superior in 
every way possible... 


Wm — 








Hayao Nakayama replaced and became SEGA's CEO 
after David Rosen step from his position. He and Rosen 
bought back Sega for $38 million dollars. 


well almost everyway possible. It had 
one weakness that Sega exploited, 
it was slower. So, in 1991 Sonic was 
born to practically mark at how slow 
the system was. Sonic was no joke ei- 
ther, he was fast, cocky and cooler than 
anything Nintendo had. He was even 
considered a better mascot then Ma- 





rio, everyone loved him. For a while 
he was the only non-Disney character 
to appear in Disney theme parks. He 
was so popular that his game became 
the pack-in game for the system. When 
Sonic The Hedgehog 2 released in 1992 
Sega seemed to have the upper hand. 
Yes everything was looking great for 
Sega. That is until Sega's sales started 
to fall in 1993. Sega needed to find a 
way to put them back on top and 
later that year the Sega CD was 
released. It didn't sell well, mainly 
because the price was too high 
and no one really wanted it, that 
and it was only an add-on for the 
Genesis. The only game І can recall 
being any good is Sonic CD, some 
call the greatest Sonic game ever, 
but more on that later. They need- 
ed something else, something 
that was just more powerful, that's 
when the 32X came into play. This 
thing gave the Genesis 32 bits of 
power, now that was some power. 
It also didn't do very well, mainly 
because the Saturn was already 
announced and was going to have 
32 bits as well. That and it didn't 
have many games, only 25, that's 
a pretty small amount. Speaking of 
the Saturn, by the time it was released 
(1995) people's trust in Sega just wasn't 
there and the system did poorly. In fact | 
have never played one in my life. | don't 
know much aboutit other than the fact 
that it was the first system to have fully 
rendered 3D graphics. 
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y 1996 Sony and Nintendo 
had systems that where just 


B all around better and Sega 
just couldn't compete. On Sony's side 
you had the Playstation, a system that 
was so ahead of the Saturn that it put 
it to shame. Let's not forget the Nin- 
tendo N64. One of the greatest systems 
known to man, it made Satum's 3D 
graphics look like a joke. Sega became 


silent and stayed pretty much in the 
shadows for two years. 


Finally in 1998 Sega announced the 
Sega Katana and reviled that it was go- 
ing to be 128-bits, the most advance 
system of its time. Man this thing looked 
awesome, it had so much going for it, 
the games looked better than anything 
before its time. Just thinking about it 
gives me a nerdgasm. The name was 
later changed to the Dreamcast and in 
1999 it was finally released. 


This system was just awesome, it was 
everything a Sega fan wanted. In its 
first month the Dreamcast had better 
games than any of its competitors had 
that year. On top of that you could hook 
it up to the internet and play people 
from across the world. 





GG Sonic 2 Sonic Chaos 
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This was the first system to ever do that, 
of course | didn’t know many people 
who took advantage of that seeing that 
the internet cost so much more back 
in those days. Sadly though, Sega just 
didn't have a good reputation anymore 
and no one was willing to buy the sys- 
tem. This is sad, because many people 
say that this system was the best sys- 
tem ever made. Not me, but many. 
This led to Sega finally deciding to 
end their line of consoles and become 
a 3rd party competitor. In 2001 Sega 
released their final exclusive for the 
system, Sonic Adventure 2, and pulled 
the plug on their systems forever. 


Today Sega is just your average 
3rd party company, making games 
for the companies they were once 
at odds with. While some of their 
games grow in popularity, their mas- 
cot took a blow for the worst. Sonic 
games began to decline and Sega just 
didn't feel like their old self anymore. 


Sega might be doing well today, but 
they are far from the titan of gaming 
they used to be, though | am happy to 
see that the Sonic series is starting to 
pick up again. 


| loved Sega while growing up, the 
first game | ever played was a Sega 
game, not just any game, but Sonic the 
Hedgehog 2 on the Genesis. Man, it was 
awesome, | still can’t believe just how 
great that game was. | remember fight- 
ing Robotnik for the first time - | wasn't 
very good and | couldn't get past him 
but man was it something. It was right 
there and then that | fell in love with 
Sega and | just wanted to get the sys- 
tem for myself. Now comes something 
I think will shock most of you, | never 
owned a Sega system. That's right - 
even though I loved the Genesis it just 
wasn't enough to convince my parents 
to get one. That and | was the only Sega 
fan in my house. 


My brothers, both older than me, liked 
the SNES more than the Genesis, they 
were Nintenuts. It was a little less fair 
when my parents asked my eldest 
brother what system they should get 
and no one else. | would love to tell you 
how | grow up playing Sega games, but 
| really can't. It's not that | didn't want 
the systems it just that | was the only 
one who wanted them. Luckily | did 
have a friend who owned the Genesis 
and later the Dreamcast. So l'm going 
to talk about those systems mostly, and 
really l'm only going to talk about one 
of Sega's Series, Sonic. Let's start with 
Sonic 2 again. Sega really had some- 
thing with this game, it was something 
my five year old mind just couldn't 









imagine before. Never had | seen any- 
thing move so fast. | was in awe, this 
was probably because the first thing 
that happened was that | died from 
running into a bee-bot's bullet. It took 
me ten minutes to get the game's me- 
chanics down, and after that | was able 
to make it all the way to the first boss. 
It wasn't until a few weeks later that | 
was able to beat him and finally move 
on with the game. Still it didn't get 
easier after that. | made it to the next 
level and found the first act pretty easy. 
The second act still gives my trouble to 
this day. In fact that act is my most hat- 
ed act in the game. Now many of you 
might be thinking, "did you ever beat 
the game?" No | didn't. | have made 
it to the final boss a few times but for 
some reason | just can't seem to beat 
him. This might be my first game, but 
I'm still having trouble with it. Of course 
anyone who knows me knows that I’m 
pretty bad at older video games. 1 did 
play Sonic 3 and Sonic and Knuckles, 
but | want to talk about Sonic CD. This 
game is awesome, it involves time trav- 
el, introduced Amy and even had one 
of the most kick ass soundtracks in the 
world. Want to talk about challenging; 
this game was that. In order for you to 
get the proper ending you needed to 
beat every stage at the right moment in 
time, be it past, present or future. Who 
could forget the race between Sonic 
and Metal Sonic? | can, | never got that 
far - again | just wasn't that good at this 
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game. In fact my friend only rented it 
from a store and I've never been able 
to play it since. | don't even think | got 
past the second level. | only got to play 
it for like two hours and that's not re- 
ally enough time for anyone to master 
a game. Still these games only pushed 
me to want the Genesis more. It might 
not have been as powerful as The SNES, 
but damn it, it was faster. 


The Dreamcast was really ahead of its 
time. The system brought about the 
best of Sega and video games as a 
whole. Let's face it - never before did 
a system have so many great games 
come out in rapid succession like this 
and that was only the first month. It had 
games like Sonic Adventure, Soul Cali- 
bur, SNK Vs. Capcom, Marvel Vs. Cap- 
com, and even Grandia 2, all of which 
are great games. So | wonder just how 
this system failed. It was really the best 
Sega had to offer. So why didn't it sell 
well? I personally blame Sony. Yes, most 
people would say that it was because 
they lost hope with Sega, but | think 
Sony just had more money and a more 
aggressive ad campaign. Not only that 
but Sony paid stores to have their con- 
soles and games up front and have their 
competitors stuff moved to the back. 
At the time the system they were most 
afraid of was the Dreamcast, so they 
wanted that pushed back even more 
then Nintendo's system. That's what 
brought Sega's Dreamcast down. It 





y North Asem version, 


` 





wasn't that noone wanted it; it was that 
stores promoted the other stuff more. 
Most people who played games at the 
time had to rely on their parents to 
get the system for them. Most parents 
didn't know or care about video games, 
so they would get the system that they 
saw first. Really that’s what killed the 
Dreamcast; it wasn't that people lost 
faith in the system it was just that the 
parents didn't want to think about the 
systems they were getting for their 
kids. That and they wanted to get their 
Christmas shopping done as quick as 
possible. Personally | want to see Sega 
make another system, only this time do 
it right. Be a little more aggressive and 
lead everyone in the next generation of 
gaming like you used to.In short, Sega 
is a company that just never seemed to 
have anything go their way. every time 
they did something new their competi- 
tors would take the idea and improve 
on it before Sega had a chance to really 
do anything with it. Its history dates 
back to before any other gaming com- 
pany, including Nintendo. 


Looking back at it now | would have to 
say that Sega always put its consoles 
out ahead of anyone else's. Sega made 
the first 16 bit console, the first 32 bit 
games, and the first console that could 
be connected to the internet. Yes, Sega 
is a company of ffirst's, but sadly, that's 
probably why they had to give up on 
consoles altogether. | 


Dreamcast 
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immersive environments filled with fierce enemies, you can see 

why RPGs are one of the most beloved genres in gaming. From 

! Final Fantasy to Pokémon, most gamers will admit to at least one RPG they 
A have a place in their heart for, or at the very least, a spot on their shelf. But 
although each era has had its strengths and weaknesses, many agree that 
RPGs peaked, or at the very least, blossomed during the early-to-mid 90s. 


* W ith a unique cast of characters, a deep and touching plot, and 
9 
' 


The SNES and Genesis could now support games that felt limited on the 
NES and Sega Master System. Dragon Warrior and StarTropics were certainly 
fun, but there was only so much your imagination could do for the music, 
graphics and plot. Unsurprisingly, as technology marched on, all of these 
things improved, and on the SNES alone, several RPGs were released that 
have stood the test of time to still be considered some of the best RPGs 
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to date. Final Fantasy VI, Super Mario RPG, Breath of Fire, Secret of Mana, 
Lufia, Star Ocean, Illusion of Gaia, Seiken Densetsu 3, all of these were tre- 
mendously well-received. But two in particular have become cult classics 
over the years. Chrono Trigger, released by Squaresoft in 1995, is regarded 
as one of the most advanced RPGs ever made, and it certainly pushed the 
SNES to its absolute limits. 


Earthbound, released by HAL in 1994, was slower to get the ball rolling, but 
is now legendary amongst RPG fans for its quirky humor, interesting plot, 
and funky music, as well as being my favorite game of all time. Chrono Tri- 
gger allowed your character to travel through six eras between 65 Million 
Years BC to 2,300 AD, whereas Earthbound broke the trend by setting its 
story in the modern day, letting Ness rummage through bins to find bur- 
gers, and beat up hippies with a baseball bat. 
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C hrono Trigger was developed 
by Square, a company who 
at the time had already pro- 
duced Secret of Mana, Breath of Fire, 
and more than half a dozen Final Fan- 

tasy games - so nobody had any dou- 
bts that they could make RPGs of the 
highest quality. In particular, Chrono 

Trigger was worked on by 3 designers 
Square nicknamed the ‘Dream Team: 
Hironobu Sakaguchi, creator of the Fi- 
nal Fantasy series, Yuji Horii, creator of 

the Dragon Quest series, and Akira To- 
riyama, a manga artist with works on 

Dragon Ball and Dragon Quest under 
his belt. 


The game begins with Crono being 
woken by his mother on the day of 
the Millennial Fair. A normal (albeit ob- 
viously heroic due to a severe case of 
'Spiky Hair Syndrome’) boy of the year 
1,000 AD, Crono heads to the fair and 
enjoys the attractions before making 
a new friend in the mysterious Marle, 
and meeting up with Lucca, his child- 
hood friend and plucky inventor, who 
has just managed to invent a telepor- 
ter! However, when Marle volunteers 
to use it, a reaction is sparked by her 





a wormhole in time. Deciding to res- 
cue her, Crono follows her through 
time, and his quest begins. Recep- 
tion was overwhelmingly positive. 


It scooped a handful of titles in Elec- 
tronic Gaming Monthly's 1995 Video 
Game Awards, including 'Best SNES 
Game, ‘Best RPG, and ‘Best Music in a 
Game” IGN have had six different ‘Top 


100 Video Games' lists, and each time, 
Chrono Trigger has finished in the 
Top 20 - in the most recent list, it was 
number 2, beating every game other 
than ‘Ocarina of Time‘ Having sold al- 
most 3.5 million copies worldwide, 
Chrono Trigger has earned its reputa- 
tions as one of the best games of all 
time, along with several perfect sco- 
res from IGN, EuroGamer, and X-Play. 








necklace, and she is dragged through 
arthbound was released for 
the Super Famicom in 1994, 


= and the SNES in 1995. It was 
developed by HAL (Kirby, Super Smash 
Bros) with a little help from APE (Poke- 
mon Diamond / Pearl, Black / White.) It 
was designed by Shigesato Itoi, who 
had worked on the Japan-only NES 
Prequel, Mother. For this reason, Earth- 
bound was known in Japan as ‘Mother 
2. Useless but entertaining fact — Shi- 
gesato Itoi’s other entry into gaming 


history is the Super Famicom exclusi- 
ve 'Shigesato Itoi's No. 1 Bass Fishing’! 


The story of Earthbound begins when a 
boy named Ness is woken in the night 
by a meteorite crashing into the hill 
behind his house. Heading off to in- 
vestigate, he's promptly blocked off by 
the police, and his annoying neighbor 
Pokey. However, when he returns to 
house, Pokey in 


y interru pts before too 
. в 


Picky, and meets 
a creature na- 
med Buzz Buzz 
at the crash site, 
who warns him 
that he is the 
chosen one, the 
hero to defeat 
a cosmic ho- 
rror, Giygas who 
attacked the fu- 
ture that Buzz 
Buzz came from. 
Earthbound was 
received much 
more positi- 
vely in Japan than the US, and sold al- 
most twice as many copies compared 
to American sales. Nevertheless, less 
than half a million copies were sold 
worldwide, and while it wasn't a flop, 
it was received — in ihe sta- 








SUN NINTENDO 


cult classic, being the most reques- 
ted game on the Virtual Console for 2 
months in a row, and prominently fea- 
turing in the top half of the aforemen- 
tioned ‘Top 100 Games lists by IGN. 


- So when. pal so: each оше, 
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ight off the bat, Chrono Trigger's gra- 

R phics will blow you away. Few other 

games on the SNES pushed the boun- 

daries of graphics as far as Chrono Trigger did. 

For me and many others, it’s the most visually 

impressive game on the console. On the other 

hand, Earthbound looks more primitive, but it’s 

also more traditional, and frankly, the graphics 

wouldn't have been fitting for the game if they 
were any more advanced. 
























































Chrono Trigger has scene after scene with the 
most beautiful graphics on the SNES - some 
seen in scrolling landscapes, some seen on the 
expansive overworld,and someseen everywhe- 
re you go. Each area is so meticulously detailed 
that you can't help but acknowledge the effort 
that each screen required. Several areas are only 
explored once, butare still held to the same stan- 
dard as those seen dozens of times. Although 
its hard to compare with more modern ga- 
mes, given the time of release and the limits 
of the console, Chrono Trigger remains one of 
the most visually impressive games of all time. 


On the other hand, the best thing you can say 
about Earthbound's graphics is that they're... 
well, to be positive, charming. To be blunt, 
suitable. Then again, charming is a surprisin- 
gly accurate way to describe the way Earth- 
bound looks in general. The graphics were 
bright, amusing, and just appealing to the 
eyes. Everything was satisfactory — you could 
tell what something was by looking at it, the- 
re were dozens of differently designed NPCs 
to communicate with, and although there 
weren't exactly many complaints during the 
era regarding color schemes or an overre- 
liance on murky black and dark brown, Earth- 
bound still managed to be impressively color- 
ful. Forgot a joy to play, it was a joy just to see. 


All in all, a lot of beloved SNES games, like Su- 
per Mario World and A Link to the Past, were 
ported to the Gameboy Advance - even the 
visually amazing ones like Yoshi’s Island and 
Donkey Kong Country. Chrono Trigger was por- 
ted to the DS. Nothing less than it deserved. 
Earthbound may have given each character 
different graphics for all 8 walking directions, 
but it managed to be ported to the GBA for a 
Japanese release - in a compilation cartridge 
with Mother, no less. All in all, E 1d 
graphics are better than I've made 
but Chrono Trigger's graphics were arg 
est on the cons e.p w" чу 
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GAMEPLAY 


he gameplay in each game follows the tra- 
ditional style of most RPGs, with the diffe- 


rences you would expect from games so 
uniquely amazing. For example, in Chrono Trigger, 
there were no random encounters, and instead 
each battle was scripted. In Earthbound, the appea- 
rance of enemies was random, but it gave gamers 
the deceptively simple trick of walking off-screen 
and back again, which would somehow change 
the amount of enemies. This doubtlessly gave more 
control to the player, but for battles in an RPG, was 
this really a good thing? 


The battles themselves will be mentioned later in 
greater detail, but just starting the battles is diffe- 
rent in these games. Chrono Trigger's scripted batt- 
les tended to take 3 forms. The unexpected scripted 
battles occur when you're walking through an area, 
you cross an invisible line, and suddenly your party 
stops as enemies appear and a battle begins. Then, 
there are battles you can avoid where, like Earth- 
bound, the enemies are visible and you can time 
your runs to get past them. The last kind are sort 
of the 'mega-scripted' battles, like bosses, triggered 
through longer cutscenes that warrant little expla- 
nation. In Earthbound, you're only really required to 
fight the bosses and one or two mooks and grunts 
in unavoidable places, but if you do, the game will 
become genuinely impossible, and you'll miss out 
on alot of the humor the game portrays in its choi- 
ce of enemies, from crows to UFOs to hippies. 


When it comes to general exploration, the main di- 
fference between games is that Earthbound, unlike 
many RPGs, doesn’t have an overworld. Instead, it 
cuts out the middleman and has each town link di- 
rectly to the next. Whilst the overworld in many ga- 
mes can be an entertaining place, often with great 
music, you really don't feel like you're missing out 
on anything in Earthbound. Similarly, Chrono Tri- 
gger does have an overworld - several if you count 
each era in time as a different map, but aside from 
providing some nice background music while you 
travel, it doesn't exceed any expectations. 


Overall, both sides are too similar for a clear winner 
- both games have perfectly responsive controls, 
and fairly clear goals at all times. The swaying point 
has to be the setting for me though. The same ga- 
meplay can seem more interesting in different lo- 
cations, and although Chrono Trigger let's you ex- 
plore such a wide variety of places, Earthbound's 
gameplay is just more interesting to me due to the 
incom time me game is set in, with burger bars, 
hotels and drugstores rat ner than inns and markets. 











his is a tough one. Music and graphics are the two 
| areas Chrono Trigger pushed the SNES to its abso- 
lute limits, but Earthbound was filled with some of 
the catchiest tunes in gaming. This was back when anything 
beyond blips and beeps hadn't been around for long, and 
so for games to have tracks with distinguishable instruments 
was new and exciting. Chrono Trigger's music sounded re- 
markably clear and elegant for the time, whereas Earth- 
bound had a mix of traditional music from the series, and 
the occasional song of such high quality that it was clear that 
the soundtrack could've matched the instruments of Chrono 
Trigger. Let's take some tracks as examples. 


From Chrono Trigger, the Guardia Castle theme. One of the 
reasons this track is a good representative of the game isn't 
just because it's an overall great tune, but also because of the 
point it comes in the game. After the initial shock at how good 
the first few tracks in the game are, this is the tune that made 
gamers realize that Square weren't using all their good mu- 
sic in the beginning to make a good first impression – every 
tune in the game was as high-quality as the last. The tune 
itself is perfectly fitting - it's official, it's important, trumpets 
are blaring, fanfares playing, a tune fit for a castle fit for a king. 


From Earthbound, | love the opening music from the first 
time in the morning Ness opens his front door and sees the 
sun rise, which leads from a happy jingle into the theme for 
his hometown, Onett. Everything about this tune is symbolic 
of rapan itself - it's odd, ыу and unusual, it doesn't 
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because after a few hours of gameplay, you already know 
that when this track plays, you have a challenge ahead of 
you. That being said, the soundtrack contains so many more 
excellent tracks that just mentioning them all would be wor- 
thy of another blog. Some of the best contenders though are 
‘Wind Scene; my favorite track which plays in Truce Valley, 
‘Enhasa (Time Circuits)’ a futuristic and experimental track, 
‘Undersea Palace’ the last dungeon for many, and the perfect 
tune for a climactic ending, and ‘World Revolution’, a fitting 
final boss tune. 


As for Earthbound, although it has an almighty share of in- 
credibly varied pieces, | have to go with the simplistic “Eight 
Melodies: Not only do the designers manage to create a 
tune with plot relevance, but it’s one of the most beauti- 
ful, delicate pieces of music out there. It’s the kind of tune 
that makes you think of a single teardrop of dew forming 
on a single rose, tall in a plain field, at midnight, dropping 
in slow motion as the music plays in its entirety. Other ama- 
zing tunes from Earthbound include the shockingly drama- 
tic, and appropriately worrying ‘Pokey Means Business; the 
bustling, ambitious city life of 'Fourside; and the chilling 
entrance of a Winter Wonderland mixed with a traditio- 
nal tune from the series in ‘Snowman; one of my favorites. 


In short, although both soundtracks are amazing, there's 
only one winner. Earthbound had one of the best sound- 
tracks on the SNES, and one of the best soundtracks from 


any вро, емег. But ——— has one of the greatest ga- 
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ven by the high stan- 


= dards of SNES RPGs, 
the storylines in the- 


se games are amazing. Then 
again, since the plotlines are 
so amazing, its hard to talk 
about them in too much de- 
tail without ruining them, and 
| really wouldn't want to stop 
you from experiencing these 
plots in full. Nevertheless, they both have their strengths and 
weaknesses. Mostly strengths, but they do suffer from a pro- 
blem that games in general suffer from when the plot can't 
resolve itself in the first few hours. 


Keep an eye out for it the next time you play a game with 
a large plot - you'll nice that rather than advancing the 
main story frequently, they introduce a number of mini- 
plots. Chrono Trigger and Earthbound have plenty of these, 
although they take different forms – Chrono Trigger has a 
different story going on during each era, each one having a 
small impact on the overall plot, whereas in Earthbound, you 
travel from city to city, starting by exploring a hillside in your 
hometown, then moving on to meeting a thief and paying 
off a band’s debt, then moving on to... helping the next town 
fight off invading zombies. It's like that. It's much more hu- 
morous, but there’s little relevance to the overall plot. 


To look at each game in more detail, Chrono Trigger's indivi- 
dual stories are more detailed, although some play a much 
bigger role in the overall story than others. Queen Zeal in the 
12,000 BC timeline has a much bigger part than Ozzie in 600 
AD, or Azala in 65 Million BC. Nevertheless, several storylines 
are memorable, and it's really original to go from exploring a 
fair to travelling through time to rescuing a princess to explo- 
ring an apocalyptic future, to fighting dinosaurs. No game can 
really match the variety that ChronoTrigger's plot manages to 
include, successfully no less. There's even alternate dialogue 
depending on which characters you have in your party at the 
time of events or cutscenes - that's dedicated game design. 


Earthbound has a slightly smaller cast considering that 
your party consists of 4 people rather than a maximum of 
7, and most of the minor characters have smaller relevance 
to the overall plot, but every small plot in the game seems 
to have a little more detail, whether it's the rise and fall of 
Monotoli in Fourside, the aforementioned zombie out- 
break in Threed, or the village of Mr Saturn, the greatest 
race of video game character in the history of gaming. The 
bosses aren't as кошсун though, and most of them 







Lavos enters attack mode' 


Anyway, although the plots are both incredible, the final 
boss makes the difference in this contest.In both games, the 
final boss is 'kind of relevant' throughout the entire story. 


Lavos is introduced fairly soon as an unknown alien creature 
which can best be described as an 'evil indestructible hedge- 
hog, and it troubles you throughout the game by... erm, well, 
most ofthe troubling is done by random creatures in the wild. 
Never mind. On the other hand, Giygas in Earthbound has 
the better-than-it-sounds power to manipulate the negative 
feelingsinpeopleanddrivethemtoactonhisbehalf.Thisiswhy 
random beings, from dogs to bears to hippies, will attack you. 


Lavos has a massive impact on certain eras - in 65,000,000 
BC, you see its actual arrival in Earth, and in 2,300 AD, you see 
what the future looks like if it surfaces and brings its rain of 
destruction onto the planet, but it's otherwise a completely 
unknown character. Rather than making Lavos flat and bo- 
ring, this actually makes it all the more fearful - NOTHING is 
known about this giant, intimidating, alien beast, other than 
it wants to rain destruction on the planet, and to do so is 
fully within its capabilities. Literally the only thing you know 
before facing him... her... it, is that it wants to cause the des- 
truction of civilization, and since you've been to the future 
and all, then you know Lavos has the power to back it up. 


Giygas on the other hand is given slightly more backstory - 
he was the villain in Mother, although it's hard to call him a vi- 
llain when even though he’s the bad guy behind everything, 
he's ultimately defeated when the good guys sing a senti- 
mental song that remind him of the human parents who ca- 
red for him (even though he's still an alien, who - just play 
‘Mother’, ok?) In Earthbound, he's actually mental. His power 
has driven him insane, and he's just returning to destroy the 
world, along with influencing every enemy who inconve- 
nienced you.He's not given much detail before the end of the 
game, but the way he manages to singlehandedly turn an 
otherwise silly game into a genuinely creepy one, with one 
of the most memorable boss battles ever, is unforgettable. 
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ven though RPGs make me think of traditional, 
= turn-based, ‘maybe chuck in a few spells and that's 

it’ battles, it's difficult to think of an RPG like this that 
doesn't have some kind of original flair. Pokémon have one 
on one battles for a team of up to 6. Skies of Arcadia had Spirit 
Points. These two games have their own unique spin on the 
twomainkindsofRPGbattle-ChronoTriggerandthetime-ba- 
sed attacks seen earlier in SNES Final Fantasy games, and Ear- 
thbound with its simpler turn-based combat from RPGs past. 


Chrono Trigger's original idea that's not all that original 
is that not only does each character have their own set 
of magic skills, but also team-attacks. You have to wait 
for both characters to be ready to use their go, but the 
attacks are more powerful, the healing spells are spread 
out over the entire party, and the tri-attacks are amazing 
at taking care of the strongest bosses, if you're able to keep 
your characters alive in the meantime, and with 7 diffe- 
rent characters to switch around in your group of 3, even 
if you keep Crono in at all times, that's still 15 combina- 
tions of character, and that's a big variety of team-attacks! 


It took me a while to remember the original twist that Earth- 
bound gave the traditional RPG battle system, but if there's 
one interesting idea, it's the rolling HP-meter. It doesn't 
play a big part early on, but when you're hit for say, 35 da- 
mage, you don't take it instantly — your HP rolls down un- 


til it reaches the amount it should be, this means that you 





+ The Final Starman tried 
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can sneak in a few attacks, or even heal yourself, even if you 
take mortal damage, and in any other game, would be de- 
feated. It's not good to rely on it, but it's a really nice twist. 


Other than the originalities, both games are great examples 
of the traditional RPG battle system as well. Chrono Trigger 
has the expected equipment and spells with a few differen- 
ces - there are dozens of different advantages you can give 
yourself going into a battle, from mail that makes you fire- 
resistant to studs that halve the cost of spells in magic points. 
Although most are appropriately outclassed and discarded 
as time goes on, there's alot of variety, and you should still be 
keeping the odd dozen that you know could come in handy. 


Earthbound has less to offer in terms of variety, but there's 
still quite a bit. Some of the status afflictions are interesting 
- there's poison and paralysis, but there's also being 'diamon- 
dized' crying, and in a nice touch for Ness, considering he's 
only 13, is that he'll occasionally feel homesick, and miss a 
turn in battle due to wondering how his family's doing, or 
catching a whiff of Steak. This horrific affliction can be cured 
by... inding a phone and letting Ness talk to his Mom. Aww. 
Anyway, both combat systems are faithful to RPGs, whilst 
adding their own quirks, but overall... well, Chrono Trigger's 
quirks are more plentiful, but Earthbound's quirks are quirkier. 


So I have no choice but to consider the combat match- 
up. a drew. Cannot pick a better battle system, 











SERENAMIACIAMAGAZINEGIAR IL 


FINAL VEREDICT 





this, the first edition of Game Wars? 

Well, Chrono Trigger was a techno- 
logical advancement of epic proportions. Ear- 
thbound is currently still my favorite game of 
all time. There's no easy choice here, but even 
though the games can be evenly matched in se- 
parate categories,| havetopickone winnerhere. 


© о, which game do | think should win 


| was thinking of whether or not to just tally up 
the scores out of 10 for all categories and just 
let that decide, but that causes more problems 
- | love games with a detailed plot, but that 
can't be as important as gameplay. Anyway, 
enough stalling, l've picked my winner. Chrono 
Trigger VS Earthbound winner is... 


CHRONO TRIGGER 


Well, Thunderbirds going to kill me, but 
although it sounds weird, | think Chrono Trigger 
deserves the win. Truth be told, I’m saddened 
that Earthbound wasn't immediately met with 
the critical acclaim and praise from reviewers 
that it deserves so much, but now that it has 
such alarge cult following, it can hardly be consi- 
dered underrated. Chrono Trigger on the other 
hand, has never been considered underrated, 
because everyone's opinion of it seems to be 
consistent - it blew our minds when it came 
out, and it's still mind-blowing to play today. 


| know that Earthbound is still my favorite 
game, so in a way | prefer it to Chrono Trigger, 
but that's my preference, and | can't let that get 
inthe way ofthe fact that the graphics and mu- 
sic accompanying Crono's adventure were im- 
possible to improve upon, and that everything 
else was amazing throughout. 


Earthbound may still be waiting for the full 
amount of fans who have yet to discover the 
incredible fun awaiting them, but there was a 
reason why Chrono Trigger didn't have to wait 
to gain momentum - from the moment it was 
released, it has deserved every praise, every 
compliment, and every player it gets. 
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